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Maps and Tips: 


Milton’ Bradley'’s/Electronic Arts’ 
Marble Madness 


Capcom's 
MegaMan 2 


NEC’s 
Legendary Axe 


Sneak Peek: 
Konix Multi-System 
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Yabba-dabba-do! Cartoon Characters Go Computer! 
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LET THE GAMES 
BEGIN. 


Whether you stand poised 
for the tip-off, hang tough for 
the face-off, or get set for the gun, 
get ready to give Konami” sports 
for Nintendo” everything 
you ve got. Because, against a 
friend or the Nintendo 
Entertainment System? it'll take 
110% to finish first. _ 
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Pass, shoot [Sabilieaeebakeseabeliea Run and gun i, Challenge the 
and score in Se Se inthe first ——— i + Bonlekveaye 


the hottest sey & tae =f 50n5, full Sega i 15 grueling 

hockey game = court contest events, includ- 

on ice, with bone jarring action — featuring in-your-face slams ing Pole Vaulting, Fencing, 

and full-blown fights. and 3 point bombs. Tae Kwon Do and Skeet Shooting. 


Ke ON, fi ly ,  Ceamlog in Mebnaany 


Track & Field™ Blades of Steel™ and Double Dribble™ are trademarks of Konami Inc. Konami® is a registered trademark of Konami Industry Co., Ltd. Nintendo® and Nintendo Entertainment System® 


are registered trademarks of Nintendo of America Inc Konami Inc., 815 Mittel Drive, Wood Dale, IL 60191, (312) 350-1268 
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Rocket into the striking realism and spectacular visuals of SPACE ROGUE, the phenomenal 3D space flight 
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons 
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations 
and mining outposts — swapping tales with pirates, drinks with friends and goods with merchants. It's the 
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN 
Cinematic Experience™, 
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IBM/COMPATIBLE VERSION IBM/COMPATIBLE VERSION APPLE VERSION 


Available for: IBM/Tandy/compatibles, C-64/128, Apple II series, coming soon for, Amiga and Macintosh; actual screens may vary. 


Can't find SPACE ROGUE at your local retailer? Call 1-800-999-4939 (8am to 5pm EST) for Visa/MC orders; or mail check or money order (U.S.$) to ORIGIN. 
All versions $49.95; shipping is FREE via UPS. Allow 1-2 weeks for delivery. ORIGIN, P.O. Box 161750, Austin, Texas 78716. 
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THE NEXT TIME YOU'RE BORED, 


TWIDDLE YOUR THUMBS. 


Pop your knuckles and fire up your fingers, 
because Konami's coming at you with six awe- 
some new hand held video games. 

Based on your favorite arcade and home 
video hits, these boredom busters are packed 
with action. 


And they're portable, so you can slam dunk 
a Dasketball in the car, take the Teenage Mutant 
Ninja Turtles® out to lunch, or launch a heat 
seeking missile from your grandma’s condo! 


KONAMI ; 


Double Dribble™ C™ and Gradius™ are 
trademarks of Konami Inc. Konami® is a regis- 
tered trademark of Konami Industry Co., Ltd. 
Copyright © 1989 Paramount Pictures Cor- 
poration. All rights reserved. TOP GUN™ is a 
Trademark of Paramount Pictures Corpo- 
ration. Teenage Mutant Ninja Turtles 

is a registered trademark of Mirage 

Studios. All rights reserved. © 1989 

Mirage Studios U.S.A. Skate or Die® 

is a registered trademark of Elec- 

tronic Arts. © 1989 Konami Inc. 
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SNEAK PEEK: THE KONIX 96 Cover: Nightmare on Elm Street star 
MULTI-SYSTEM G AME CONSOLE Freddy Krueger™ just loves how realistic 
by Marshal M Rosenthal video games have become. 
Though it’s not due on our shores until 1990, here’s a taste to get you Arter Alan Munter 
planning ahead. Models: John Berado, Norma Edwards 


Photography: Garry Brod 


Freddy TM © 1989 The Fourth New 
Line-Heron Venture. All rights reserved. 


VG&CE DIRECTORY AQ 
OF VIDEO-GAME COMPANIES 
by the Editors 


SPOOKY SOFTWARE: 58 
MONSTERS, MYSTERY AND MAYHEM 
IN ELECTRONIC GAMING 
by Bill Kunkel and Joyce Worley 


Turn out the lights, and check out our survey of programs that will send 
a chill up your spine. 


MARBLE MADNESS STRATEGY GUIDE 70 
by Andy Eddy 


If this game has you in a spin, get rolling along with our expert advice. 


PAWNS OF THE COMPUTER: 89 
THE BEST OF SUPER CHESS 
by Joyce Worley 


Home-computer chess programs are getting more and more powerful, 
and our overview will keep you from getting rooked. 


THE STRANGE CASE OF DR. WILY: 99 
MEGAMAN 2 STRATEGY GUIDE, PART I 
by Clayton Walnum 


MegaMan 2 is proving to be as popular as its predecessor. This month 
we lead you through the first half of the battle against Dr. Wily’s henchmen. 


LEGENDARY AXE STRATEGY GUIDE 104 
by Lee H. Pappas 


TurboGrafx-16 owners, rejoice! If you are having trouble battling evil-doers, 
we'll guide you to the end. 


FROM CARTOON TO COMPUTER! 114 
MICROILLUSIONS MEETS 
HANNA-BARBERA 
by Bill Kunkel 


Discover how the Flintstones, the Jetsons, Jonny Quest and Scooby Doo 
found their way to computer screens everywhere. 


COMPUTER-GAME STRATEGIES 194 


by Frank Tetro, Vince Puglia and Arnie Katz 
This issue we help you polish your joystick talents on Combat Course, 


War in Middle Earth, Shufflepuck Cafe and Renegade. D E p A R T M E N T 6 


Editor’s Letter ..... 6 


REVIEWS Simian itll sn cacax atl 


VIDEO-GAME REVIEWS AA News Bits .......e.:.-. 18 
Teenage Mutant Ninja Turtles, Baseball Stars, Friday the 13th, Taboo, Dr. Easter Eqgq Hunt.... 3 & 


Jekyll and Mr. Hyde, The Lord of the Sword, Ninja Gaiden and Knight Rider. 
Inside Gaming ..... 134 
BattleTech: The Crescent Hawk’s Inception, SimCity, Speedball, Sentinel Advertiser Index... 138 
Worlds |, Titan, Devon Aire in the Hidden Diamond Caper, Battlehawks 
1942 and Omni-Play Horse Racing. Game Doctor...... 140 


COMPUTER-GAME REVIEWS 144 


VideoGames & Computer Entertainment is published monthly by L.F.P. Inc., 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210. Copyright © 1989. All rights reserved. 
Nothing may be reproduced in whole or in part without written permission from the publisher. Return postage must accompany all manuscripts, drawings, disks, etc., 
if they are to be returned, and no responsibility can be assumed for unsolicited materials. All rights reserved on entire contents. U.S. subscription: $19.95 for 12 issues. 
Foreign subscription: Add $10 per year. Single copy $2.95. Change of address: six weeks advance notice and both old and new address are needed. POSTMASTER: 
Send change of address to VG&CE Magazine, PO. Box 16927, North Hollywood, CA 91615. Address all advertising materials to: Paula Thornton—VideoGames & Computer 
Entertainment Magazine, 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210; (213) 858-7155. Nintendo is a Registered Trademark of Nintendo of America Inc. Sega 
is a Registered Trademark of Sega of America, Inc. Atari is a Registered Trademark of Atari Corp. 
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LETTER FROM THE EDITOR 


ere we are sliding towards winter, but with all the hot video games 
and consoles coming out, it’s hard to believe that it will be that cold 
for video gamers. We have so much new technology to choose from— 
NEC's TurboGrafx-16, Sega’s Genesis, Nintendo’s Game Boy and Atari's 
Lynx—in addition to the existing machines that have graced our living 
rooms for the past few years. 

But there is one other machine that has been talked about recently: the Konix Multi- 
System. Konix may be a familiar name for some, as they are the company responsible 
for the creation of Epyx's joystick known as the 500Xu. (Getting a start as a joystick 
manufacturer on the way to becoming a computer company is nothing new, as Amiga 
was formerly known for their Joyboard before their computer was acquired by Com- 
modore.) The Multi-System is being talked about as possibly the most stunning entry 
into the world of electronic entertainment in some time. 

Though it will debut in its native United Kingdom, the Multi-System is making its 
entry into the pages of VG&CE thanks to a Sneak Peek by our special correspondant 
Marshal M. Rosenthal. Please turn to page 26 for the start of this exciting story. 

You also might have noticed that VG&CE has become a somewhat larger magazine 
over the last couple of months than you've been used to. A magazine's lifeblood is 
its advertising, which allows for trivial things—like paying bills. VG&CE is no different, 
and the Christmas season has brought with it a sizable increase in ads. With that boost, 
we have also upped the amount of news and information we offer. After all, you wouldn't 
want your favorite magazine to look like a catalog, would you? 

For this bonanza, we'd like to thank our long-term advertisers, as well as welcome 
a bunch of new companies to our pages. At the same time, there’s something that 
we'd like you readers to do: Support the companies that you see in VG&CE, and tell 
them where you saw their products advertised, or use the Reader Service Card be- 
tween pages 34 and 35 to get free information. 

Lastly, over the next few issues, you'll see VG&CE changing little by little into a cleaner, 
more colorful magazine. We'll be adding more writers, more pictures and more com- 
prehensive coverage of the electronic-gaming field. You'll get more of what you've come 
to expect in VG&CE: high-quality reporting, upfront reviews, fast-breaking stories and 
in-depth strategies. 

| guess what I’m trying to say is that the video-game industry is growing, and VG&CE 
is going to grow with it. As always, if you have any comments or suggestions, drop 
us a line at VG&CE, 9171 Wilshire Blvd., Suite 300, Beverly Hills, California 90210. We'd 
Sure be glad to see what you think. 

Now don't waste any time. Just turn the page, and let the fun begin. ... 


—Andy Eddy, Executive Editor 
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It looks, feels, and plays like a real aaa oi 


Arcade game... because it is! t | 


But you don't have to wait your turn at the Arcade ;j = sicidf 

to put your quarters into this new high-energy PS i gg 
game... you can take it home to play on your 
personal computer! 


Rick Davis's World Trophy Soccer features real-to-life 
animation designed and programmed by professional cinema 
animators! The superb multidirectional scrolling is so smooth 
and fast it can make you dizzy just watching it! 


Play with a friend, and you'll both have a lot of fun. Play against 
the computer, and you're in for the wildest challenge ever! 


It's literally like bringing an Arcade machine home! 


Distributed by 


NOW SHIPPING FOR: COMING SOON FOR: 


Amiga(1meg.) $49.99 Amiga(512K) $39.99 
IBM 5-4" $39.99 Atari ST $39.99 — 18001 Cowan 
IBM 3-14" $39.99 Commodore 64 $29.99 ‘ Irvine, CA 92714 
. ee IN - COMPUTER : SOFTWARE (714) 833-8710 
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SIMULATOR 


TM. 


Princess Leilani was kidnapped and taken to 
Adventure Island in the South Pacific. The 
island is thick with tropical forest, caves, 
ocean and mountains. Many dangerous 
demons and creatures are waiting for you. Are 
you up for the challenge?! Can you live 
through Adventure Island to save Princess 
Leilani? 


Bomberman has been put to work in an 
underground compound at the center of the 
Earth. One day he learned that he can become 
a human by escaping from the center of the 
Earth and make it to the surface. He can only 
rely on bombs of his own production for his 
defense. Will Bomberman ever make it to the 
surface? 
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Hudson Soft is a trademark of Hudson Soft Co.. Ltd. HUDSON'S ADVENTURE ISLAND. Milon’s Secret Castle’. BOMBERMAN™ and Adventures of Dino-Riki'’ are registered 
trademarks of Hudson Soft USA. Inc. JOY CARD SSS is a trademark of Hudson Soft USA. Inc. SANSUI is a trade mark of SANSUI ELECTRIC CO.. LTD. Nintendo® and Nintendo 
Entertainment System are trademarks of Nintendo of America Inc. 


The adventures of Dino-Riki began in pre-historic times when ancient 
dinosaurs ruled the earth. Dino-Riki is determined to establish mankind's 
future in this violent age by exploring and fighting his way through deserts 
filled with quicksand, sinking lotus swamps, dark caverns and deep 
canyons. In his quest, Dino-Riki is armed with a shooting weapon that will 
change and progress from rocks to axes, to boomerangs and to fiery 
torches. There are many hidden items that will help Dino-Riki to increase 
his strength, extend his life, fly like an eagle and one that will change Dino- 
Riki to "Macho-Riki", the ancient warrior, etc... Dino-Riki will need all the 
ancient knowledge and items he can find before facing the dinosaur 
bosses: Tyrannosaurus, Pteranodon, Monster Fly and Giant Cobra. 


Play with Joycard Sansui SSS™ for maximum sound effects. 
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Gi 
LICENSED BY NINTENDO 
FOR PLAY ON THE Y 


601 California Street. Suite 2004 
San Francisco, CA 94108 
For questions, call (415)495-HINT 
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Hudson Soft is a trademark of Hudson Soft Co., Ltd. Adventures of Dino-Riki™ are registered trademarks of Hudson Soft USA, Inc. Nintendo® and Nintendo Entertainment System® are 
trademarks of Nintendo of America Inc. ; 


INTRODUCING [WO NINTENDO’ GAMES 
FOR THE GROWN-UP IN ALL OF US. 


Being treated like a little kid can be a real drag. Grown-ups always 
telling you what to do. What to think. Like you haven’t one intelligent 
thought of your own. Okay. So you have a few more years to grow. 

Doesn’t mean your only interest is zapping aliens all day, running up 

the highest score. Sure, there was a time when you enjoyed playing simple 

video games designed for children. But you’re older now. Smarter. You want 

something more. Something like a challenge. A grown-up challenge. A 

challenge that tests your mind, not just your wrist. Well, check out 
Shadowgate™ and Desert Commander™ by Kemco Seika. 


Hot Fun From Two Cool Games. 
These innovative new programs bring 
you all the fun and excitement you’d 
expect from one of the world’s leading 
NES® software makers. 
Shadowgate is the hottest fantasy adventure ever plugged into a Nintendo 
Entertainment System? Like some of the best interactive PC Pp | ea 


% 


games, Shadowgate has multiple screens of text and graph- cae 
ics, plus animation and sound effects. A unique “save game” 
function lets you continue a “lost” game without starting ve. SOa———— 
Your objective is to destroy the evil soc one_ 
Warlock Lord and his pet Behemoth. 
But to beat this mean son of a witch you gotta be smart 
and discover all the hidden clues, mysterious objects and 
magical weapons concealed within the castle grounds. 
Desert Commander is the ultimate war strategy 
game. With all deployment options, and infantry, 
artillery, and aircraft firepower completely variable, 
Desert Commander takes the best from tactics- 
oriented board games and couples it with the speed 
a, and versatility of a computer. 
To begin, you and your 
opponent determine the 
firepower of each army 
component. Both sides 
carefully establish their 
offensive and defensive positions — then, boom, bang, pow! But 
remember, to win, your strategies should be brilliant; your tactics flawless. 


Leave the Kid Stuff Behind. 
If you’re ready to leave the kid stuff to your little brother and get into some- 
thing more interesting, more challenging, get into Kemco Seika’s 
Shadowgate and Desert Commander. 
Because hey — you don't have to be big to think big. 
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Exclusively distributed by Seika Corporation, U.S.A., 1-800-462-5040 


This official seal is your assurance that Nintendo® 
has approved the quality of this product. Always 
look for this seal when buying games and acces- 
sories to ensure complete compatibility with your 
Nintendo Entertainment System.® 


SHADOWGATE™ is a trademark of ICOM Simula- 
tions, Inc. and is used with permission. Licensed in 
conjunction with JP!. © 1987, 1989 COM Simula- 
tions, Inc. NINTENDO® and NINTENDO ENTER- 
TAINMENT SYSTEM® are trademarks of Nintendo 
of America. 


Official 


Seal of Quality 


INTRODUCING [WO NINTENDO GAMES 
FOR THE KID IN ALL OF US. 


Sure. It can be pretty embarassing. Everyone else is finally asleep. You quietly 
slip out of bed, tip-toe into the family room and gently insert the awaiting car- 
tridge. When just as you’re about to zap your zillionth alien onto another astral 
plane — flash! — the lights go on .. . You’re busted. Caught red-handed and 
red-faced, playing yet another juvenile, one-dimensional video game. 

Well, blush no more. Never again will you have to hide your passion 

for video game excitement and entertainment. Never again 

will you find yourself lamely justifying a game 
designed to be played by eight year olds. 


Not for Kids Only. 

Introducing Shadowgate™ and 
Desert Commander™ by Kemco Seika. 
Not only do these two pioneering and 

| ‘gg innovative programs deliver all the fun 
you'd expect from one of the world’s leading NES® software 
developers, but they also provide something extra. A chal- 
lenge. A grown-up challenge. A challenge that tests the 


TM 
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Spree mre wer neces agility of your mind, not your fingers. 
Shadowgate is the most engaging, object-oriented, 


interactive graphic adventure you've ever seen 
on a Nintendo Entertainment System® 
Shadowgate features text and animation, 
multiple screens, participatory 
“mouse”-like controls and 
a special “save” function like 
those found in the finest PC games. 
Desert Commander is the ultimate 
war aRiteey pane that simulates realistic battle 
situations. With military a . 
component strengths and ar, 
deployment options 
completely variable 
at five levels of 
combat complexity, 
Desert Commander takes the 
best from logistics and tactics-oriented board games and 
couples it with the power and versatility of a computer. 


Come Out of the Closet. 

If you’re a closet Nintendo fanatic playing behind 

closed doors, step out and step up to Kemco Seika’s 
Shadowgate and Desert Commander. 

Because hey — you don’t have to be a kid to play. 


Exclusively distributed by Seika Corporation, U.S.A., 1-800-462-5040 


2 This official seal is your assurance that Nintendo® 
4 has approved the quality of this product. Always 
look for this seal when buying games and accesso- 
ries to ensure complete compatibility with your 

Nintendo Entertainment System.” 


SHADOWGATE™ is a trademark of ICOM Simula- 
tions, Inc. and is used with permission. Licensed in 
conjunction with JPI. © 1987, 1989 ICOM Simula- 
tions, Inc. NINTENDO® and NINTENDO ENTER- 
TAINMENT SYSTEM® are trademarks of Nintendo 
of America. 
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COMPLIMENTS PLUS 


_ Dear VG&CE: 


My compliments on an jending 


magazine. As a dedicated GA (game 
addict) and reader of your top-quality 


magazine, 1 just want to say that no oth- 
er magazine can fit in your shoes. 

| just finished reading the July i issue, 
and it’s a hot one! Thank you very much 
for mapping out R-lype and Zelda II. 
_ They have really helped me in my gam- 
ing. The review of the TurboGrafx-16 
was also great; Lee H. Pappas and 
Andy Eddy really did a great job. 

One flaw, though, was located on 


take on the licensee report: You forgot 
Parker Brothers, whose games include 
Where in the World is Carmen San- 
diego?, Kings Quest and Montezuma’s 
Revenge. Other than that your article 
was exact. 
—Brian Girard 
Springfield, Illinois 


_ Well, Brian, in a sense you are cor- 
rect, but while Parker Brothers started 
their relationship with the Sega Master 
System as a licensee, they are current- 
ly marketing their products directly 


_ through Sega/Tonka. 


page 82. The article was ‘‘Command- _ 


ing Carrier Command”; a very good ar- 
ticle. As an owner of an Amiga, it really 
gave me some strategic advice. But the 


picture shown is not of Carrier Com- 

mand. Rather it is a picture of the one 
SkyChase. 

Other than that, your magazine is 

tremendous! Keep doing the excellent 
_ job that you are. 

7. —Marcel Martin 

LaPlace, Louisiana 


Thanks for the kind words, Marcel. 
(Gee, are our shoes that big?) And 
thanks also for pointing out that photo 
error. You are right: The picture is from 
Maxis’ SkyChase. Our opecen for the 


Slipup. 


WHERE IS PARKER 
BROTHERS? 


i: _ Dear VG&CE: 


Your magazine is the best ever 
made! | enjoy reading it, especially the 


_ Sega articles. My favorite article was 


“Sega Shows Off Their Stuff” (VG&CE, 
_ July 1989). However, there was one mis- 


EGG ON OUR FACES 
Dear VG&CE: 

In the July issue article, ‘Electronic 
Pennant Fever,’ Championship. Base- 
ball, by Gamestar, was inaccurately re- 
ferred to as ‘‘no longer in production,’ 

For the record, Championship Base- 
ball is still very much alive and well. It 
is in active production as part of 
Gamestar’s Solid Gold line and retails 
typically for less than $10. Not only is 
it a great game, it’s at a great price too. 

—Greg Suarez 

Marketing Coordinator, Gamestar 

Menlo Park, California 


| Please accept our apologies for that 
mistake, Greg. We hold out our wrist for 
a well-deserved slapping. 


OWNS THEM BOTH 
Dear VG&CE: 

Congratulations on your success. 
Your magazine barely stays on the 
magazine racks around here. 

Your reviews and tips are wonderful, 
and | especiaily enjoy News Bits. | like 


to keep on top of what's going on in the 
video-gaming industry. I’m 16 years old 
and own both an NES and a Sega Mas- 


ter System. Between the two | have _ a 
about 84 games, so youcan see why 
your magazine is so important to me! sw 
It helps me pick the best games and — 


beat them later on. 
Thanks a lot, and ~— up the good | 
work! 
| —Chris Slate 
Archdale, North Carolina 


That’s quite a selection of games you 
have, Chris. We’re glad that VG&CE can 
help you keep up to date, so you can 
make better decisions when you buy. 


HOT, HOTTER, HOTTEST 
Dear VG&CE: 

| just got done reading the July mag. 
Wow! | was so inspired | just have to 
write and tell you that this magazine is 
the best ever. | loved the Sega Gene- 


sis sneak peek, Sega’s CES showing © 


and the R-Type strategy guide. 

With the introduction of the new 
generation machines, it looks as if the — 
video-game world is only going to get 
hotter. Continue to stay on top of all the 
news and keep up the good work! 

—Dirk Graves 
Trent, South Dakota 


We feel the same way you do, Dirk. 
The video-game market is taking a big 
step forward with the new game 
machines—not only the home machines 
like Genesis and TurboGrafx-16, but the 
handheld versions also, like Game Boy — 
and Lynx. In fact, the concept of play- 
ing arcade-quality games at home is 
bolstered by the fact that a company 
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¢« Simultaneous two-player game! 
- Arcade Megahit! 


co al 


Go for the challenge!!! 


Seal of Quality /4 


2421 205th Street, Suite D-104, Torrance, California 90501 
Phone: (213) 320-7167 


Sammy™ and THUNDERCADE™ are trademarks of American Sammy Corporation. Nintendo ~ 
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. 
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called United Amusements is going to 
be manufacturing coin-operated games 


using the TurboGrafx-16 as the hard- 


ware. That certainly demonstrates the 


power that the TurboGrafx-16 contains. 


We’ll have more on this story in a future 


issue. 


As you can see on page 26, we are 
also looking to what machines may in- 
fluence our electronic entertainment in 
__ the future. The Konix Multi-System is one 
_ such example, and we are hearing some 
- rumblings from other companies with 
“next generation’’ products that should 
_ make their way to the pages of VG&CE 
in the coming year. 


ANOTHER FORM OF 
ANTICIPATION 
Dear VG&CE: 

_| want to take some time out to con- 
gratulate you on your magazine. | real- 
ly like all of the maps you have to help 
us newcomers. | 

The review for the TurboGrafx-16 in 
the July issue is spectacular and so was 
your May issue review of the U-FORCE. 

Just a question or two—first off, in 
your July issue, you reviewed Anticipa- 
tion. In the beginning of the review, you 
Said that it was ‘‘one of the most unique 
games available for the NES,’ but as 
_ | read further it seemed as though there 
were many more disadvantages than 
advantages. | 

- Second of all, why do Nintendo 
Game Paks cost so much money? Af- 
ter all, the chip is worth about $2 and 
the plastic covering about $3. 

Thank you for printing the best mag 
around. 

—Jason W. Cohen 
Kew Gardens, New York 


Thank you for reading VG&CE, Jason. 
It certainly seems like you are getting 
your money’s worth! 

I'll do what I can to answer your ques- 
tions. First, Anticipation is, indeed, a 
unique game, because there aren’t any 
_ others that require you to interact the 
way this one does. Also, it appeals to all 


ages and encourages a group of peo- 


ple to play it, rather than just one play- 


er. On the other hand, the reviewers 
feelings were that Anticipation suffers 
from some other problems: primarily that — 


two people sharing a controller is awk- 
ward and that some of the picture puz- 


-Ziles are “‘bizarre.’’ Chris Bieniek’s review 


is a good example of how we at VG&CE 
handle reviews: We try to provide a com- 
plete overview of the pluses and 
minuses in a game. While he recom- 
mends Anticipation, he a/so notes that 
some problems keep it from being a per- 
fect NES cartridge. 

Regarding cartridge costs, there were 
a few considerations other than just the 
cartridge itself that you forgot to men- 
tion. You have to think about the costs 
of creating a game—programming, 


graphics and sound creation— 


packaging, shipping to the store, adver- 
tising and even the price of offices and 
employee salaries. In the NES market, 
there is another consideration which 
comes in the form of some sort of licens- 
ing fee to Nintendo. Though this isn’t 
public knowledge, it is thought to raise 
the cost of a cart about five to ten 
dollars. 


CAN’T SAY ENOUGH ABOUT 
VG&CE 
Dear VG&CE: 

Here's to the best gaming magazine 
ever. It may have been a bit rough for 
the first few issues, but you’ve blasted 
off and haven’t looked back. 

This letter was inspired by your July 
issue with the exciting story on the 
TurboGrafx-16 and Color Dreams. Here 


are my opinions from beginning to end: | 


Cover: A terribly elegant statement. 

Advertising: Eye-popping. 

Editor’s Letter: My first stop. 

Reader Mail: Always informative. 

News Bits: The little something extra. 

“The NEC TurboGrafx-16”: So beau- 
tiful | almost cried. 

‘Sega Shows Off Their New Stuff’’: 
Very nicely done, but Wanted from Sega 
stinks. With games like Spellcaster, 


Wonder Boy Il, Basketball it Nighipiare 
Passing Shot (better than Racket At 


tack), Dynamite Dux, Captain Silver, : 
Cloud Master, Galaxy Force, James 
Bond and decent (as well as constant) 
advertising in gaming magazines and — 
TV, they could blow Nintendo's — aC. 


tion/adventure games to. . .well, you 


‘know where. Altered Beast on the SMS 


looks better than on the Mega Drive. | 


think NEC will be the 16-bit gaming Sys- 


tem like Nintendo is for the 8-bits. 
“Color Dreams’: What can | ay?) 1 


own an IBM-compatible and can 't we 


for their NES games. — 


Reviews: The only section if | don't 
like—it’s way too long. Most everyone — 
knows about these games and can 


make up their own minds. 
“Mastering R-Type’’: | loved it 


Easter Eggs: |’ve read almost. all of 


them months ago. 


Zelda II: Wonderful review, even 
though I’ve already played through it. 


Electronic Pennant Fever: The article 


was nice, but | personally hate baseball. 


“Taking a Spin With Don Mattrick”: 


| love your interviews with game 
authors. 
Game Doctor: Sheer enlightenment 
refreshing. 
Your magazine is ssbulous and 1 
could go fora biweekly run, seriously. 
: —Lance Rice 


Jasper, Alabama 7 


Lance, what more can we say revoegt - 
thanks for your comments. We do read — 
every letter that comes through hereand 
consider each idea when we think about 
changes to make in the magazine. In 


fact, we'll be making some alterations to 
VG&CE that we think will really help the 


overall look of the magazine. We’ll talk 
more about it in the next issue. 


CORRECTION: 


In the July Easter Eggs, our hint for — 


Metroid is a bit misleading. After enter- 
ing the password JUSTIN BAILEY, you 
need to fill the bottom row with spaces 
or dashes (-) for it to work pope 
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JORDAN 


VS. 


MILTON 
BRADLEY 


® 


INCLUDES THESE 
THREE GAMES: 


‘ JORDAN VS. BIRD 

ONE ON ONE 

‘MICHAEL JORDAN'S 
SLAM DUNK CONTEST 


‘ LARRY BIRD'S 
3 POINT SHOOT OUT 
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Sega Arcade Classics 


Space Harrier Il" Super Hang-On" Super Thunder | 
Blade” =, PRD, ip 


ahd Forgotten World are 
of Carolco Internati¢ 


TeleGenesis Mode and Games: These productgare planned for future availab ity, and are sold separately. E@ch player needs a Genesis cofsole, TeleGenesis modem and TeleGenesis game cartridge to 


WORLD 
BE THE SAME. 


Genesis° 16-bit. The ultimate dimension in game play. 

For the first time, the powerful technology used in arcade games has 
come home to let you play games that look, sound and play exactly like 
they do in the arcade. 

Genesis brings games alive with vivid high-definition graphics. Voices, 
sounds and music so true they turn the game into a reality you can feel. 
Plug in a pair of headphones for stereo sound that surrounds you. And 
soon, with the TeleGenesis™” modem, you'll be able to play against friends 
in other cities. Or across town. 

The incredible reality of Genesis could only be brought to you by 
Sega, the master of arcade entertainment. Creator of arcade block- 
busters like Out-Run™ Altered Beast” Thunder Blade’ Afterburner” 
Zaxxon™ and Shinobi” 


The power has been unleashed. The adventure begins. And this is just 
the beginning of the Genesis era. 


Tommy Lasorda 
Baseball 


Unretouched Photo 


Altered Beast, the Sega’ 
arcade hit, comes with 
the Genesis system. 
TeleGenesis Modem, 
Power Base Converter” 
and other games sold 
separately. 


eT TF. w8} 
er ks Pee SS 


Thunder Force Il" 


Rambo Ill" Last Battle” 
And more to come. 


© 1989 Sega of Amen, Inc. PO. Box 2167, South Sip Francisco, CA 


Compiled by 


NEWS BITS 


sports Celebrities Endorse Games 


\/ iain Mastertronics has acquired en- 
dorsements for new sports games from 
three celebrity sports figures. This is a con- 
tinuation of the company’s policy of obtain- 
ing stars to promote their top game releases. 
The company’s lineup of big names already 
includes Magic Johnson (Magic Johnson’s 
Basketball) and John Elway (John Elway’s 
Quarterback), spokesmen for programs under 
the Melbourne House label. | 
Dodgers’ pitcher Orel Hershiser is the 
figurehead for the home-computer version of 


the most popular coin-op arcade baseball 
game of all time. Ore/ Hershiser’s Strike Zone 
will be available for play on Commodore and 
IBM PC computers this year. 

Captain Rick Davis, of the U.S. World Cup 
Soccer team and the U.S. Olympic team, en- 
dorsed the computer version of World Tro- 
phy Soccer (a coin-op game introduced to 
arcades tis summer). Rick Davis’ World Tro- 
phy Soccer will be available for home play on 
the Amiga, Atari ST, Commodore 64 and IBM 
PC. 

Greg Norman (known as “The Great White 
Shark” in the golfing world) is the inspiration 
for Shark Attack: Greg Norman's Ultimate Golf. 
Versions of the game are currently under de- 
velopment for Amiga, Atari ST, Commodore 
64 and IBM PC. 


Joyce Worley 


Ginemaware Spotlights 
Giveaway 


C inemaware’s two-pronged Consumer In- 
| centive Program has something for ev- 
eryone. When a purchaser sends in a regis- 
tration card, it is entered into the Cinemaware 
monthly drawing. The more registration cards 
submitted, the greater the odds of being 
picked. Each month the winner gets to choose 
any product from the current Cinemaware or 
Spotlight software line, with no restrictions. 

Each Cinemaware or Spotlight game is also 
packed with a treasure ticket. Seven tickets 
give the collector a gift certificate worth $20, 
ten tickets gets a certificate worth $25 and 
14 tickets provides a $50 gift certificate. Tick- 
ets are to be “spent” in the Cinemaware gift 
catalog of all-family items, such as tools, ap- 
pliances, camping gear, toys, luggage, sport- 
ing goods, etc. 


Ge Gets Graphics for 
Laptops 


he latest version of Cosmos, the award- 

winning Go program from Ishi, has add- 
ed a few features to enhance play and includ- 
ed a special laptcp graphics mode for laptop 
PCs. 

The new program plays much faster than 
previous versions. It also improves the save 
game feature and adds a Joseki tutorial on- 
line. (Joseki is part of an opening move, tak- 
ing place within the corners of the board.) 
With the tutorial, players can explore various 
combinations of moves, without affecting the 
regular game. 

Go is an ancient Japanese game of strate- 
gy and global warfare. Cosmos has 100 lev- 
els of play, online rules and teaching hints and 
a choice of board sizes. It is available for play 
on IBM PC. 
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WIZARD ° 
HEART OF THE MBELSTRON oe! 


LOSE YOURSELF te 
IN A NEW GENERATION 
OF WIZARDRY ! 


The Legacy Continues ... 

Despite the greatest magic of the ancient High Sages, great 
floods, earthquakes and famine again pervade the land of 
Liylgamyn. The great Orb of L’Kbreth, an artifact of remark- 
able power that has protected the city for generations, is 
powerless to halt the scourge. 

But now, the Sages have discovered that the hidden reason 
is deeper and more frightening than the worst of these dis- 
asters. To save the very world as we know it, you, and your 
intrepid party must rush headlong into the ... 


Tne - 


OES 
Presi, Ne 
“g a) 


a 
{ 


By 0.W. Bradiey 
and Andrew Greanbery 


Had Merlin casts a SOCOR 
and 1 Greater Denon appea 


Sn BEES. 


Heart of the Maelstrom 
Heart of the Maelstrom is a complete revision of the Wizardry 
Gaming System, with more story and game depth than ever Now 
before. You may create your own party of adventurers, OF use available 
characters from other Wizardry scenarios. In this new world of for: 
Wizardry, you will find: : 
New Mazes © Apple Il Series 

More than twice the size of previous scenarios, with larger (5'/4 inch only) 
monster pictures, magical pools, buried treasure, locked aL): HELLO THERE] e MS-DOS 
doors and much, much more. spar aaatagensuteane se Ser satu sce! machines 

New Abilities 7] (31/2 inch 
Thief and Ninja characters that can hide, then ambush and 51/4 inch) 


unsuspecting monsters. Spellcasters can conjure monsters to 
fight for your party. 


New Spells 
Over 40 brand new spells, 60 in all. A unique and totally new . a 
magic system. : F : : i ie ee sti 
creens from Apple II version 0 e game. 
ee New Combat System Screens for other systems may vary. 
Diabolical monsters with more deadly abilities than ever before, cee 
and an arsenal of ranged weapons and new combat situations STAND-ALONE 
will test your strategic powers as well as your strength. SCEN ARIO 
—_—_—_—OEEeeeeeee 
New Monster Encounters ee 7 
Converse, buy, sell, trade, steal, or stand and fight in a dia eg a Cae net 
dungeon filled with real characters. Wizardry application software copyright © 


1988 by Andrew Greenberg, Inc. and Sir-tech 2 
Software, Inc. All rights reserved. 


For the most exciting experience available 
in fantasy role-playing, enter 
Heart of the Maelstrom! 


(hie 


PLAY IT TO 
THE HILT! 


siIA-TECH 


P.0. Box 245, Ogdensburg, NY 13669 
(315) 393-6633 
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BR piste Auoactiln Gams 


ke ucasfilm Games entered into an agree- 
ment with Electronic Arts which gives 
that company exclusive distribution rights to 


all Lucasfilm entertainment software in the 


U.S. and Canada. EA will assume responsi- 
bility for manufacturing, sales and distribu- 
tion of all the Lucasfilm titles, including 


Maniac Mansion, Battlehawks 1942 and Zak 
_ McKracken and the Alien Mindbenders. 


The distribution agreement also includes 


-Lucasfilm’s 1989 lineup of games, including 


Loom, their first fantasy adventure. Loom, 
featuring high-res 3-D graphics and set in a 
mythical time when shepherds, blacksmiths 
and glassmakers rule the world, uses no text 
commands or menus and is controlled instead 
by icons and music. It will be available for Am- 
iga, Atari ST and IBM PC. 

Other Lucasfilm titles affected by the agree- 


~ ment are Their Finest Hour: The Battle of Brit- 


ain (an air combat simulator that lets players 


fly both German and British missions) and two 
games based on the Lucasfilm/Paramount 
movie /ndiana Jones and the Last Crusade. 


Developers Shake Hands 
on CDI Project 
Fy obert Botch and Robert Ogden of Bay 
Area Design and Development (BADD) 
have announced they will create consumer 
products for CDI. 

In a meeting with Tom Lopez, chairman of 
Mammoth MicroProductions, Inc., BADD agreed 
to participate in a project that will use the 
technology developed by Mammoth for en- 
tertainment products. 

Lopez, formerly with Activision, explained 
that the optical disk technology used by his 
company was on display at the summer Con- 
sumer Electronics Show. It was on view in 
the Sony booth, where the 1989 Sony 
products catalog was presented on CDI. The 
veteran gamesman discussed the future of 
CDI and its impact on home entertainment and 
said the agreement with BADD was a signifi- 
cant step on the road to new styles of games 
which will be playable on compact disk. 


What Is Japan Playing? 
AN rcaders in the island nation spent their 
yen on some hot videos this past sum- 


mer. According to Game Machine Magazine, 


the top coin-grabber video-cocktail models are 


Tetris from Sega and Master Weapon from 


Taito. Japan's two top upright and cockpit 


machines are Final Lap by Namco and Hard 
Drivin’ by Atari. Finally, the top pinballs (as 
of June 15, 1989) in Japan are Truck Stop by 
Bally Midway and Banzai Run by Williams. 


Vviemorex Offers 
Free Disks, File Box 


WV 


emorex Computer Supplies is current- 
ly offering free computer supplies in 
a promotional giveaway. Purchase of a stan- 
dard ten-pack of 5%-inch, double-sided, 
double-density disks entitles the buyer to re- 
ceive two free Memorex color disks by mail. 
A coupon for the freebies is in Memorex box- 
es marked with a special yellow sticker. 
The second Memorex giveaway promotion 


offers a free 3%-inch disk box with the pur- 


chase of ten color 34-inch disks or a 
5%-inch file box with color disks in that size. 
No coupons to return on this offer; the disks 
are packed inside the free file boxes. 

Both offers are good only while supplies 
last but should be available in most retail out- 
lets through the gift-giving season. 


merican Educational Computer (AEC) 
has a bonus for purchasers of Return 
of the Dinosaurs. The lizard library is being 
packaged with a mail-in offer that lets the 
computerist receive a free copy of one of 
AEC’s A+ /MatchMaker programs. 

The computerist can select the learning 
program that seems most helpful. Each of the 
fourteen A+ /MatchMaker educational pro- 
grams is based on curriculum materials taught 
in school. Topics include vocabulary, grammar, 
U.S. and world geography, U.S. and world his- 
tory, government, biology, French, German, 
Spanish and science for various grade levels. 
The programs are similarly constructed. Each 
contains 35 ten-question lessons, simple 
graphics and editing features to add more ma- 
terial. | 

Return of the Dinosaurs is equally educa- 
tional, but the learning is masked behind an 
entertaining premise. A crack in time is al- 
lowing dinosaurs to enter your hometown. 
Each must be located, identified and returned 
to its proper time and place. Players decipher 
clues about the characteristics of each spe- 
cies while the program teaches them a lot 
of facts about the large lizards. It also pro- 
vides a practical lesson in how to use a 
database. 

Return of the Dinosaurs is available for Ap- 
ple Il, Apple IIGS and IBM PC formats. 


icro League Sports Association named 
Neil Swartz as president and an- 
nounced expansion plans for the company’s 
line of sports-simulation games. Barry Mor- 
stain, the founder of Micro League, will con- 
centrate his efforts solely on research and 
development. 

Swartz explained the company’s gaming 
philosophy in a statement to the press: “Al- 
though we produce software, we are primar- 
ily a sports company using the medium of 
computers to make simulating a sporting 
event as easy as spectating a sport, except 
you the fan, with your knowledge, can change 
the outcome.” 

Swartz further defined the style of gaming 
he sees as Micro League's niche: “Our games 
allow players to strategize and plan their 
moves. ... This makes it perfect for the true 
sports fanatic, someone who knows they can 
do a better job managing their favorite team, 
or at least better than the current manager” 

The new president announced that Micro 
League Baseball I! will be available this Christ- 
mas for the Macintosh, Atari ST and IBM PC. 
(The original game, Micro League Baseball, 
is programmed for Apple, Atari XL and Com- 
modore 64.) Micro League WWF Wrestling 
is also expanding system availability, and ad- 
ditional match disks (with different pairings 
of mat men) are currently under development. 
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Turn Your Used Video 


ame Cartridges 
into Gash! 


S& 


\ 


e We pay the highest prices for your used 
video game cartridges: Nintendo, Sega, 
Genisis, Turbo Grafx-16 and Game 
Boy. 

e We sell used video game cartridges. 
We also sell the hottest new video 
game cartridges. 

e Largest used video game dealer in the 
world. 

& : e Join our game club! 

a e Send self addressed stamped envelope 

for current titles and prices. 


Video 
peplay 


Place your 
Holiday order early! 


SEGA is a registered trademark of Sega 
Enterprises, Inc. 


NINTENDO is a registered trademark of 
Nintendo of America, Inc. 


GENISIS is a registered trademark of Sega. 


TURBO GRAFYX is a registered trademark of P.O. Box 70, DEPT. CE 1 
NEC. 
GAME BOY is a registered trademark of Nintendo. Jericho, New York 11753 
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Magic Scores at 
“Software, Ete. 


T he Software, Etc. store at Del Amo Fash- 

ion Center in Torrance, California, ex- 
perienced some “magic” 
when NBA star “Magic” Johnson put in a 
two-hour appearance. 

Earvin “Magic” Johnson, designated NBA's 
Most Valuable Player of 1989, was in the soft- 
ware store to sign autographs and demon- 
strate Magic Johnson’s Basketball. The game, 
from Melbourne House Software, is a side- 
perspective, arcade-action basketball simula- 
_ tion featuring excellent animation. : 

Jordan Levy, vice-president of Software, 


Etc., explained why his company invited the 
big man to the store: “This is another one of 
our programs to stage the most exciting and 
impact-full promotions in the software indus- 
try... .Having Magic appear live in our store 
will introduce hundreds of new buyers to the 
Software, Etc. environment and to the 4.000 
products that we offer.’ 

Software, Etc. is currently the largest dis- 
count software retailer i in the U.S., with more 
than 225 stores in 39 states. 


demonstrations | 


PC Sound/Game Board 
Gains Industry Support 
T he recently ‘introduced Covox Sound 

Master PC is gaining support from soft- 
ware developers and publishers since its in- 


troduction by the Eugene, Oregon, company 
earlier this year. The low-priced, music- and 


sound-enhancement card for PCs supports — 


speech and sound through a direct memory 
access driven 8-bit digitizer. 

According to Mark Stewart, Covox vice- 
president of marketing, the Sound Master PC 
allows sound files to operate in conjunction 
with moving graphics. The system works with 
IBM-PC/XT/AT/386, PS/2 models 25 and 30 
and compatibles. An on-board chip provides 
three-voice capability for multi-part music and 
special effects in stereo. 

_ Several major publishers, including Elec- 


tronic Arts, Broderbund, MicroProse and Lu- 
casfilm, are expected to release game 
products soon which utilize the Sound Master. 

The Sound Master PC comes with dual 
speakers, connecting cables, a user manual 
and software. The board is easily installed into 
any available slot, with speaker jack and 
joystick ports accessible through the rear 
mounting bracket. It retails for $89.95, direct 
from Covox. 


Top Coin-Ops of July 1989 


igure courtesy of Replay Magazine, based on an earnings- opinion poll of 


REBIE SE 


Best Upright Videos 

1. Hard Drivin’ by Atari 

2. Off Road by Leland 

3. Operation Thunderbolt by Taito 

4. Mechanized Attack by SNK 
8. Arch Rivals by Bally Midway 

6. Turbo Out Run by Sega 

7. Strider by Capcom 

8. Narc by Williams 

9. Chase H.Q. by Taito 

10. Final Lap by Atari 


Best New Uprights 

1. Sly Spy by Data East 

_ 2. Escape the Planet by Atari 

3. Crackdown by Sega | 

4. WWE Superstars by Amer. Technos 
5. Final Blow by Romstar 


Best Coin-Op Software 


1. Golden Axe by Sega 

2. Bottom of the Ninth by Konami 
3. Ninja Gaiden by Tecmo 

4. Splatterhouse by Sharp Image 
5. U.S. Classic by Taito 

6. Cabal by Fabtek | 

7. Hippodrome by Data East 

8. Wrestle War by Sega 

9. Nastar Warrior by Taito 

10. Tetris by Atari 


S trategic Simulations, Inc. has just what's 
needed to make heroes out of faltering 
adventurers. The Advanced Dungeons & Dra- 
gons Heroes of the Lance Clue Book provides 
a complete set of maps of the passageways, 
including the sewers, the maze and the three 
levels. There are also listings of monster types 
and what to use to defeat each. The list of 
_ treasures defines what is available, as well 


a 


Clues for Heroes 


as what type of magic (if any) the item 
produces Suggestions on the safest paths, 
tactics and other information included make 
it easier to reach the final treasure. A short 
story about The Dragonlance Saga, written by 
James M. Ward, completes the booklet. 
According to SSI spokespersons, the Heroes 


_of the Lance Clue Book is helpful even to ex- 


perienced gamers, since it contains point- 


& 


value listings and character-attribute descrip- 
tions which are very valuable while adven- 
turing. 

Heroes of the Lance is currently available 
for play on Amiga, Atari ST, Commodore 64 
and IBM PC computers. The Clue Book is 
available for $6.95 at most retailers or can be 
ordered from Electronic Arts at (800) 245-4525. 
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Hot Circuits Opens in NYC. 


Ty he American Museum of the Moving Im- 
age, located in Astoria Queens, New 
York, inaugurated a new 6,200-square-foot ex- 
hibit space with a special exhibit of coin-op 
games. The display, titled “Hot Circuits, a Vid- 
eo Arcade,’ tracks the 18-year history of vid- 
eo games. 

“Hot Circuits, a Video Arcade” is the first 
major museum exhibit of arcade-style gam- 
ing. Historic machines on display include the 
very first coin-op video game, Computer Space, 
by Nutting, originally released in 1971. Also 
present is Atari's 1972 Pong, the first major 
arcade hit which attracted thousands of new 
players into gaming parlors. The collection on 


display includes 45 other games, such as 


Cinematronic’s World Series (1986), Atari's Mis- 
sile Command (1980), Stern's Berzerk (1980) and 
Gremlin’s Head On (1979). Some of the other 
famous titles on display are Exidy’s Death Race, 
Williams’ Defender, Gottlieb's Q*Bert and Sega's 
Frogger, as well as more modern titles like 
Hard Drivin’ and Double Dragon. 

Most of the games on display can be played. 
Visitors to the museum receive five specially- 
minted gaming tokens (engraved with the “Hot 
Circuits, a Video Arcade” logo), and addition- 


al tokens are available for purchase. 

Rochelle Slovin, the museum’s director, or- 
ganized “Hot Circuits.’ At the opening ceremo- 
nies, Ms. Slovin remarked on the ironic role 
arcade games have had: “Alternately praised 
for introducing advanced technology to a wide 
public and criticized for the corruption of 
American youth, the video game is here 
recognized as occupying a unique middle 
ground between television, the home com- 
puter and the penny arcade.’ 

Explaining why The American Museum of 
the Moving Image decided to feature an ex- 
hibit of coin-op entertainments, Slovin said: 
“The video game has an important place in 
a museum like ours, that’s about the moving 
image, because of its connection to earlier in- 
teractive moving image forms like the kineto- 


scope and the mutoscope. It is also significant 
that video games created a vast new source 
of revenue for the entertainment industry. 
Some observers have suggested that by mak- 
ing us familiar with computers, the video 
game contributed to the acceptance of the 
home personal computer.” 

Roger Sharpe, director of marketing for Wil- 
liams’ Electronics Games and widely recog- 
nized as the world’s leading historical writer 
about arcade games, selected the units for the 
display. Sharpe used as his criteria for inclu- 
sion a combination of imagination, popularity 
and technical innovation. The games are ar- 
ranged in categories, such as mazes, sports 
simulations, driving simulations and projectile- 
firing games. A wall-mounted descriptive text 
accompanies each machine, prepared by John 
Berton, of the Ohio Supercomputer Graphics 
Project. Experts are also available on the ex- 
hibit floor with information and even some 
player hints. 

The American Museum of the Moving Im- 
age opened in September 1988 as part of the 
historic Astoria Studios Complex in Queens, 
New York. It is the first museum in the U.S. 
devoted to the art, history and technology of 
motion pictures, television and video. “Hot Cir- 
cuits” will be on display until November 26, 1989. 


TurboGrafx Goes Coin-Op 


Ni EC’s TurboGrafx-16 game system is 
providing technology for use in future 

coin snatchers. The coin version of the state- 
of-the-art video game will be sold in kit form 
directly to operators. Ken Wirt, vice-president 
of NEC Home Electronics (USA), estimated the 
significance of the move: “NEC’s move into 
the arcade-game market will change the 
video-game market.’ 

NEC Home Electronics (USA) entered into 
an agreement with United Amusements (UA) 
to distribute the TurboGrafx-16 game system 
to coin-op operators in a move that may sub- 
stantially alter the number of new games 
players can expect to see. The TurboGrafx-16 
system, which can be installed in coin-op 
cabinets in less than two hours, is supported 
by TurboCard game cards costing from $50 
to $200 each, so a new entertainment can be 

ready to play in minutes. According to UA 
_ spokesmen, this is far below the cost of con- 
ventional coin-op software. 

In a related story, United Amusements has 
agreed to distribute TurboGrafx-16 coin-op kits 
to United Artists Theater Amusements (UATA), 


HURRA| 


feed 
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a group that operates games in approximate- 
ly 700 theater lobbies. UATA will convert 40% 
of its coin-op cabinets to the new system. Jon 
Daugherty, president of UATA, remarked on 
the change, saying, “TurboGrafx-16 will revolu- 
tionize the coin-op business through a con- 
stant flow of fresh new games at affordable 
prices.” 

Just Games also will use the video-game 
system in arcade locations. Fred Gillman, 


president of Just Games, expressed his en- 
thusiasm: “TurboGrafx-16 is the best thing that 
has happened to this industry since the days 
of PacMan.’ Gillman plans to place the 16-bit 
video-game technology in his coin-op 
machines located in colleges, bowling alleys 
and military installations. 

NEC plans to introduce nine new software 
titles with the coin-op system and expects 
between six and ten additional games to be 
available by the end of the year. 
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TITUS AND THE TITUS LOGO ARE 
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SCREENSHOTS FROM AMIGA VERSION 


t's a cold, wet day in 
southern Wales as we 
. drive past the Black 
Mountains—the landscape 
bleak, recovering from the 
days of savage strip min- 
ing. We've traveled all day 
and passed many a village, 
only to encounter road 
signs in Welsh, which 
made progress near im- 
possible. “It’s just another 
game console, we grum- 
ble. “Why go to all this 
trouble?” But it’s too late 
to turn back, and there 
ahead of us is the indus- 
trial park home of Konix. 
We are greeted by the 
company president, Wyn 
Holloway. Escorting us up 
to his office, Holloway 
comments on how “nice” 
the weather is today. (We 
shudder to think what a 
bad day might be like.) He 
rings for tea as we sit 
down. Anticipating our 
questioning look, he starts 
the story: 


“| was a carpenter by 
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trade, not planning to be- 
come involved in comput- 
ers or the like at all. But | 
used to hang around com- 
puter stores, play games 
like others of course—and 
eventually ran a computer 
club where you could come 
in and try out the games 
and game equipment. 

“| began to notice just 
how terribly bad the joy- 
sticks were, people would 
come in and complain how 
quickly they broke for one 
thing. | decided to make 
one that fitted the hand, 
one that was comfortable 
to use and solid enough to 
take abuse. The results 
were quite nicely accepted, 
and Konix was born. Epyx 
sells it in the States by the 
way. It’s called the Er- 
gonomic 500XJ.” 

Holloway pauses and 
takes a sip of the tea just 
placed before him. He con- 
tinues: “We've had good 
success making various 
kinds of joysticks—includ- 
ing unconventional types 


by Marshal M. Rosenthal 


to simulate racing-car 
wheels and for flying 
planes. But we got to think- 
ing about game systems, 
how to make better joy- 
sticks that would pull the 
player in the game—gam- 
ing is huge here in Europe 
you see. 

“We were in contact with 
acompany working ona 
new game console. We con- 
solidated with them and be- 
gan to rework the electron- 
ics and adapt them to meet 
Our needs; a game system 
designed around the con- 
cept of real control, one 
truly playable. The result is 
the Konix Multi-System.” 

Again anticipating our 


Konix President Wyn Holloway 
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request, Holloway ges- 
tures us out of the office 
and into a small confer- 
ence room. Lying on the 
table is a large, massive 
peripheral shaped like the 
steering wheel section of a 
coin-op game. We ask 
where the cord is for con- 


necting to the console, and 


Holloway laughs— “That 
isthe game console!” 

It's not tiny or light—but 
a hefty, substantial device. 
The steering wheel comes 
off and the remaining han- 
dles resemble the yoke of 
an airplane. It’s easy to see 
how the yoke can be 
moved up and down like 
that on a real plane to sim- 
ulate how a pilot would 
climb or dive an airplane 
while steering. 

Holloway flips each of 
the handles, and now 
they’re the steering bars of 
a motorcycle. We also no- 
tice buttons placed on the 
bars and a shift lever on 
the lower-right side. “For 
activating functions and 
shifting gears,” explains 
Holloway. He also points 
to a small, corded foot pad 
which is used for those 
games requiring brakes 
and pedals. 

On the front of the unit 
rides a 3 1/2-inch disk 
drive. Complaining of yet 
another format brings the 
following response from 
Holloway. “Yes, we could 
have made it to use Ccar- 
tridges, but consider how 
expensive that would be. 
Software needs to be kept 


VG&CE W NOVEMBER W_ 1989 


down in price to sell suc- 
cessfully, and disks are an 
easy and highly acceptable 
medium.” Holloway also 
points out that it’s not easy 
going against such heavy 
hitters as Nintendo and 
Sega, who own the car- 
tridge field—which is why 
a disk-based system can 
do well. 

There’s an ominously 
shrouded shape draped in 
the corner. Holding our cu- 
riosity in check for the time 
being, we ask just what the 
Konix Multi-System has 
Going (Or ti? First.otf, 
there is the design,” says 
Holloway. “| believe in en- 
tering the fantasy of gam- 
ing—of playing and doing 
things not possible in the 
real world. That’s why ar- 
cade games like Space 
Harrier do so well in the ar- 
cades. Having a controller 
that doesn’t interfere with 
that desire is vital, and 
here we have one that en- 
hances the game play. 

“Now for the internal 
bits,” smiles Holloway. 


“The machine uses an 
8086 processor—of RISC 
[Reduced Instruction Set 
Chip] technology with a 
32-bit ASIC custom proces- 
sor that is being down- 
graded for 16-bit action 
(but ready for upgrades in 
the future). There’s a spe- 
cial blitter chip as well for 
moving objects around 
quickly. Combine this with 
256 colors on-screen from 
a palette of 4,096 and you 
can see how interesting 
games can become. There 
are RGB and RF outputs for 
viewing the image, plus 
CD quality sound with 40 
distinct channels possible, 
or 20 in stereo. Of course, 
there are also outputs to 
play the sound through a 
home stereo unit. 
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“We expect our system 
to be in the stores by late 
September, and to do 
quite nicely in price as 
well—retailing for about 
£200.” (This translates to 
approximately $300 U.S.) 
Holloway admits that 
availability in the States is 
still unknown, but Ameri- 
can gamers should be able 
to get one in the early part 
of 1990. 

(Konix has been talking 
to various U.S. companies, 
such as Mattel and Disney, 
about distributing the 
Multi-System in America. 
The system is expected to 
debut at the 1990 summer 
Consumer Electronics 
Show with a retail price of 
approximately $250.) 

Our brains are reeling 


from all of this, but there’s 
more to behold. Holloway 
approaches the shrouded 
shape. “We started Konix 
as a joystick-peripheral 
company, and that contin- 
ues in the philosophy of 
the Multi-System,” he 
says. “We will also have a 
light gun, but with a differ- 
ence: It will feature a recoil 
to give greater realism and 
also have attachments for 
making it into a rifle. A key 
pad will attach for access- 
ing numeric commands as 
well. We're even consider- 
ing a skiing-type rocker 
pad you can stand on. But | 
know that you'll want to 
see this.” 

Not trying to be nosy, 
there’s one thing that we 
still wonder about sitting 
under acloth in another 
part of the room. With a 
flourish, Holloway re- 
moves the shroud. “Be- 
hold the chair!” he pro- 
claims. This is hard to 
believe; a peripheral con- 
sisting of a motorized 
chair. “It will allow the 
same kind of movements 


found in arcades,” says 
Holloway. “The prototype 
you see here moves along 
both the X and Y axes, but 


| only some four inches in 


any direction for the sake 
of safety.” Holloway points 
to a front shelf where the 
Multi-System is mounted 
and shows how there is 
also room for a monitor or 
small television. 

Getting on is similar to 
being astride a hobby 
horse, though with firmer 
back support. Holloway ac- 
tivates the motors and the 
chair rotates around, mak- 
ing satisfactory “thrum- 
ming” sounds as it does 
so. The entire Multi-Sys- 
tem (with monitor) moves 
in perfect sync, so this 
would be a killer for flight 
simulations. “You Gan 
imagine the popularity of 
anyone who has one of 
these,” smiles Holloway. 
He expects the chair to be 
available before the end of 
the year and to retail for 
about £250 (approximately 
$375 U.S.). 

Hopping off, we ask 
about the games to be 
available. “We've had 
tremendous’ response 
from the European soft- 
ware houses,” says Hol- 
loway, “and most of them 
will be producing games 
for our system. [Retail will 
be about £15 or approxi- 
mately $25 U.S.] We ex- 
pect to have some 100 ti- 
tles out during the first 
year, and most games will 
be a megabyte in strength. 
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Weapons of fury. 


It’s the next century in FORGOTTEN WORLDS, 
and you're the only one left who can save 
Mother Earth from savage aliens. Your space- 
age weaponry is awesome but so are your 
obstacles! Armed with an anti-gravity device 
you can fly through enemy defenses and erad- 
icate the alien bases. But watch out! Missiles, 
monsters, dragons, robots and laser guns are 
bombarding you from every direction! 

If you're ready to save Earth's defenseless 
men, women and children, see your favorite 
software retailer or call Capcom U.S.A. at 
408-727-1665 


There will be some multi- 
disk games as well.” Hol- 
loway gleefully points out 
that the Multi-System is a 
whiz when it comes to do- 
ing solid 3-D imaging: “One 
of the software house’s 
programmers said that it 
knocked his socks off.” 
-— Speaking of programs 
and programmers, Jeff 
Minter is lurking about. 
Minter is one of the all-stars 
of British software, with 
programmming efforts dat- 
ing back to the advent of 
the Commodore VIC-20, 
predecessor to the C-64. 
He’s not the type of person 
you can ignore; long brown 
hair, intense eyes, a sharp 
wit—all rolled into a pack- 
age that seems just a tad 
over 6 2” tall. 

Minter’s games have all be- 
come “set” in European his- 
tory: Grid Runner and Attack 
of the Mutant Camels being 
two worth noting. Both are 
based on a solid theme of fast 
action and great sound. In 
fact, Minter recently turned 
out Super Grid Runner for the 
Atari ST, which features 
some of the best sound ef- 


screen, with Trip-A-Thon 


(on the Atari ST) adding 


massive personal control 
and involvement plus MIDI 
(Musical Instrument Digital 
Interface) capabilities. 

Probably his most famous 
trademark is the llama, 
which turns up In some form 
Or another in every game 
(his software house is called 
Llamasoft). We take the op- 
portunity to ask if he’s in- 
volved in developing for the 
Multi-System. “Absolutely,” 
he replies. “I’m coming out 
with an enhanced version of 
my Attack of the Mutant 
Camels. The hardware of 
this system is very special, 
the CPU quite powerful. 
There’s plenty of raw power, 
and when combined with 
the blitter, it all adds up to 
fast action. 

“As a programmer, l’ve 
always been concerned 
with getting the most out of 
my games. I’ve done inter- 
esting things with Camel, 
but never quite had the 
sheer power to do what | 
could see in my head. Now | 
can really stretch to get 


what | want on-screen. Plus 
the design of the console it- 
self is So special— you don't 
have to compromise on the 
game mechanics because 
of being locked into a joy- 
stick. Now you can use all 
the movements in a logical 
and real way that doesn't in- 
terfere with what you’re try- 
ing to do in the game.” 
Minter plops into a 
chair—no, not the Konix 
chair. “Part of the reality of 
a game is to have it en- 
velop you tn its world, and 
Konix’s shape lets the de- 
signer build in all the 
movements necessary, 
say, for a Star Wars-type 
game. This means pulling 
back or pushing forward 
on the yoke to dodge mis- 
siles or descend on the en- 


fects that the ST's little old anne 
Yamaha chip ever turned out. | 


Attack of the Mutant fF 


Camels places you in a} - 
fighter that takes on wave | 


after wave of giant camels, | 


the purpose being to blow ES . oe 


them up as they saunter to- | 


ward you. Other unusual |_. 


products have included 


Colourspace and Trip-A- § 
Thon. Both create light | 


shows on the computer 
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These are the streets. And there are no rules 
when you do battle here. | 
STREETFIGHTER is strictly survival of the 

fittest against 8 of the baddest dudes from 

around the world. Watch out for flying scissor 

kicks, lethal Ninja weapons, and other evil 

tricks. Block their attacks while you counter 

with jabs and roundhouse kicks. Don’t 

drop your guard cause these guys aren’t 

just b-b-b-b-bad. They’re “Bad to the Bone.” 
So see your favorite software retailer or 

call Capcom U.S.A. 408-727-1665. You don’t 

want to keep these guys waiting! 


Iry a roundhouse kick against an Dodge the lethal Ninja weapons 


English street tough. of Geki. 
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CAPCOM: 


emy.’ Minter is especially 
pleased as he feels that the 
Multi-System will let 
games reach their full po- 
tential. “The physical de- 
sign lets you do excellent 
things,” he affirms. 

“No doubt you'd like a 
few more specifications on 
game play,” inquires Hol- 


loway. “Sprite generation 
is vast and almost unlim- 
ited. Put 64 of them on at 
once if you'd like, the action 
won't slow down. And size 
is no barrier. The polygon- 
draw mode on the screen 
utilizes some 9,000 pixels 
per second, with a move- 


ment frame rate of 60 


FIX-A-GAME 


PROBLEM: 


-scrambled pictures 


eblank screens 


video game retailers or call: 


Nintendo® is a registered trademark of Nintendo of America Inc. 
Sega® is a registered trademark of Sega of America Inc. 


CARTRIDGE 
CONTACTS 


Y 12 eM algaliny 
595 for store nearest you. 


Atari® is a registered trademark of Atari Corporation. 
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frames a second in the slow 
mode and 180 in the fast.” 

It alladds up to an im- 
pressive list of features. Fi- 
nally, Holloway boots up a 
Sample program and we 
forget all the talk of blit- 
ters, sprites and CPU's as 
the screen fills with ac- 
tion— fast-moving action. 
Using the Multi-System is 
exactly like working one of 
the coin-ops from the ar- 
cades, but obviously better 
because it’s not gulping 
quarters. If the software 
can deliver on the promise 
being made, this is going 
to be great! & 


Konix Multi-System: 
Konix 

Unit 35, 

Rassau Industrial Estate, 
EBBW Vale, Gwent, 
Wales, NP3 5SD United 
Kingdom 
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Extra Innings. 


Everything you've heard about it is true. The 
nerve-wracking tension, the explosive graphics, 
the awesome action of baseball at its best. 

If that’s your bag, you've finally met your 
match. “Bases Loaded” has arrived! 

At your favorite video game store now! 


JALECO. 


Serious sports. 
For serious players. 


Official : 


Seai of Quality 


Jaleco™ and Bases Loaded™ are trademarks of Jaleco USA, Inc. 
Nintendo® and Nintendo of America® are registered trademarks 
of Nintendo of America. © 1989 Jaleco USA, Inc. 
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For Ultimate Arcade Excitement at Home, 
look for Video Game Accessories by 


Send for your FREE Catalog to: 101 Wilton Ave., Dept.12 


| Middlesex, N.J. 08846 - (201)968-6868 
These items are also : , (201)968-68 


available for: ATARI®, coe | VISIT YOUR RETAILER OR CALL 
| | -999-44 
SEGA®, and NINTENDO® : FOR VISA/MC ORDERS 
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Micro-switch 

control, dual 
auto-fire, * 

left and right 
hand play, 

* 4LED lights. 


5 Auto-fire, 
; left and right 
: : _ hand play. 
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, are registered Trademarks of Commodore 
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VIDEO GAMES 


REVIEWS 


Teenage 
Mutant Ninja 
Turtles 


Ultra 
For the Nintendo Entertainment System ($43.95) 


— ot from the comics come Leonardo, Raphael, Michaelange- 
lo and Donatello, better known as the Teenage Mutant 
Ninja Turtles. This time around, their good friend, April, 
has been abducted by Shredder, described as “ . .a Slice-O-Matic 
crum, a villain more vicious than an army of mind-altered Bruce 
Lees.” 

After rescuing April, the Turtles must continue on their original 
mission, battling their way through to the Technodrome, where they 
must emerge victorious with Shredder'’s life transformer gun in their 
hands...uh...paws...uh.. . feet. 


In the long-antici- 
pated video game 
from Ultra, Teenage 
Mutant Ninja Tur- 
tles, you must do all 
you can to rescue 
your captured com- 
rade, April. 


That's right, folks. The long-awaited Teenage Mutant Ninja Tur- 
tles video game has arrived. This is your chance to guide these 
comic-book heroes through five tough levels of karate action. You 
can choose to play any one of the four Turtles (you can switch be- 
tween them during play), each of which has his own good and bad 


points. Raphael's weapon, the sai, is fast but has a short range; 
Michaelangelo’s nunchukus work well with smaller enemies; 
Donatello is a marvelous fighter but is the slowest of the Turtles; 
and Leonardo balances attack power with good mobility, making him 
the most well-rounded of the Turtles. 


Slices of pizza, the 
superheroes’ fa- 
vorite meal, may be 
found in various 
places around the 
grounds and used 
to boost your pow- 
er bar. 
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Pizza, the Turtles’s main source of nourishment (did | hear some- 
body's stomach growl?), can be found throughout New York. Some- 
times only a single slice is available, sometimes an entire pizza. Each 
slice of pizza consumed restores a portion of a Turtle’s life. In this 
Way, you can bring back into battle any Turtles that have become 
too weak to fight. However, care must be taken not to let a Turtle 
die. Once his life meter reaches zero, all the pizza in Sicily will do 
him no good. 

Many other items that will help the Turtles along can also be 
found, including anti-Foot Clan missiles, ropes, boomerangs and 
shuriken. If you're very lucky, you'll be awarded temporary invinci- 
bility, giving you a chance to really wreak some havoc on Shredder 
and his buddies. 

The scenes you must battle through come in a variety of types. 
Initially you begin on the streets of New York, shown in an over- 
head view. Open manholes provide access to the city’s sewers 
Wherein you will find myriad enemies. The goal here is to find the 
quickest route to April and defeat her captor. In Scene 2, you leap 
into the Hudson River, where you must swim past deadly seaweed 
and electric force fields in order to deactivate eight bombs before 
the timer runs out. Other scenes include Wall Street, JFK Interna- 
tional Airport, Shredder’s base and, of course, the Technodrome. 

During your mission you'll come across plenty of Shredder’s part- 
ners in crime: Fire Freak, Roof Leaper, Big Mouser, Mecaturtle, Be- 
bop and Rocksteady. Thanks to the abundance of these enemies, 
the action in Teenage Mutant Ninja Turtles is fast and furious. You'll 
rarely get a moment's rest as you battle your way toward the life 
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transformer gun and your final showdown with Shredder. 

The graphics are crisp and well detailed and provide a good vari- 
ety of scenes. The game control is smooth and responsive, with 
only an occasional sluggishness when there are many enemies on 
the screen at the same time (a problem that seems to crop up in 
a good many games for the NES). 

Teenage Mutant Ninja Turtles’s many diverse locales will pro- 
vide hours of entertaining arcade action. From the streets of New 
York to the sewers below the city to the barricades of Wall Street 
to the bomb-ridden airfield, you'll find plenty to challenge you and 
enough variety to keep the game fresh for a long time. 

Whether or not you're a fan of these comic sensations, Teenage 
Mutant Ninja Turtles belongs in your NES game collection. It's a 
playable contest that'll keep you enthralled for many an evening. 

Oh, by the way, would you please pass the pizza? 

—Clayton Walnum 


Ultra, 900 Deerfield Parkway, 
Wood Dale, IL 60191; (312) 215-5100. 


Baseball Stars 


For the Nintendo Entertainment System ($30) 


aseball Stars is a complex sports simulation in which you 
build and manage teams in a league. It sports excellent 
graphics and a soundtrack that will make you appreciate 
the volume knob on your TV set. 

The opening screen on Baseball Stars lets you choose your op- 
tions. These are varied, and it’s this combination of options that gives 
the game its depth. The first option is “League Play,’ which allows 
you to play in a pre-defined league, see the league's standings or 


Not only does 
a i SNK’'s’ Baseball 


BAT R TOMMY eleseinll cam 
POINT2ZS MAX 


lator, but it also 
lets you tailor play- 
ers. abilities to 
your liking. 


HITTING 


set up a new league. If you choose to start from scratch, you can 
select the number of teams and how many games each team will 
play—even the logo that the club will use. 

The cartridge comes with some teams built-in, and there is an 
option to create or remove teams. Building a team is a simple mat- 
ter, because rather than picking players, you choose the team's strong 
point—i.e., consistent hitters, fast runners, a balanced squad, etc. 
Once you have done this, the NES fills in the statistics. These are 
then added to the roster and can be placed in a newly created league. 
Unfortunately, they cannot be added to a league already in progress. 
The Baseball Stars cartridge sports a battery backup, so the league 
and team standings are saved from game to game. 

You can also trade players from your created teams; the players 
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on the built-in teams are not available. If the players traded have 
significant differences in their statistics, the stronger player's statis- 
tics will be adjusted down to more closely match the weaker play- 
er’s, so you have to watch your deals. 


As the manager of 
your own baseball 
team, you can ar- 
range your players 
in any manner you 
choose and com- 
pete in league ac- 
tion. 


A “view team” option is available for checking on the stats of 
each player on a team, which include hitting, batting, running, de- 
fense (catching), luck and prestige (not sure about this one). A play- 
er has a maximum number of “potential” points which can be split 
between these categories, as well as a ceiling of “actual” points. 
The player's actual points will approach the potential maximum as 
he (or she, as you can also have female players) continues to play. 
For example, a rookie will have only a few actual points with a high 
potential max, while the actual points and max points for a star 
will be very close together. If players are doing poorly you can fire 
them, enabling you to buy other players, provided you have amassed 
enough money playing games in league play. 

Once you have set things up the way you want them, you get 
to play baseball, and Baseball Stars is quite good. Versatility is key 
as there are two options for playing games. The first is league com- 
petition, where the teams you have named will play each other. The 
other version is “vs. play;’ where any two teams you have set up 
in your roster can compete. In league play, if two teams are com- 
puter controlled, you can elect to have the game decided instantly 
or watch the computer play. The latter is a lengthy affair, so you 
probably won't want to choose this option often. 

Just the same, Baseball Stars is saddled with some of the limita- 
tions that other NES baseball simulations have. While pitching and 
batting is fairly straightforward, controlling the fielding is not for 
the easily frustrated. Once the ball is hit, it is very difficult to catch, 
even with the help of a small shadow. One problem is that you can't 
see the fielder who is running for the ball until the last second. 
If the ball does hit the ground, it’s hard to judge where the player 
is in relation to the ball because you can see the ball through the 
player. 

Baseball Stars is best played against another person, because the 
NES is an awesome opponent that never makes mistakes. Scores 
of 16-1 aren't uncommon—after two innings! Vs. play is pretty much 
the same as league play, with options for one-player, two-player 
or computer play. The advantage here is that any two teams and 
any two people can play for the fun of it, without upsetting league 
play. 

The graphics of Baseball Stars are simply excellent. The colorful 
players are realistically animated, and depth and distance are ac- 
curately dealt with. The view is generally from above and behind 
home plate with the entire infield in view. The field scrolls as smooth- 
ly as necessary to show the ball’s trajectory. 

On the negative side, the soundtrack is a bouncy baseball tune 
that cannot be shut off. It's enough to drive you crazy, as the whole 
song is only about ten bars which repeat over and over! The manu- 


al doesn't tell you how to turn it off, but it also doesn’t say anything 
at all about the actual playing of the game! 

Overall, Baseball Stars is one of the better b-ball simulations on 
the NES, as it combines all aspects of controlling a team in addition 
to the normal play skills. If you like baseball simulations, you should 
check this one out. 

—David Plotkin 


SNK, 246 Sobrante Way, 
Sunnyvale, CA 94086; (408) 736-8844. 


Friday the 13th 


For the Nintendo Entertainment System ($39.99) 


ont go in there!” you shout to the screen. But, what do 

you know, the teenage, no-name actor does and gets him 

or herself lovingly axed or diced up with a machete 
by none other than the star of the movie himself—Jason! 

Last summer, the hockey-goalie-masked slasher “took Manhat- 
tan” in his eighth movie. And what better way to commemorate 
the everlasting timeliness of these quality films than with a Nin- 
tendo game? Though Friday the 13th (the video game) isn’t set in 
the Big Apple, it does take place at every kid's favorite camp resort— 


LUN’s Friday the 
13th takes the 
chilling exploits of 
the evil Jason and 
locks them in an 
NES cartridge. 


JASON CRISSY 
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Crystal Lake! The place where all the mirth and mayhem originat- 
ed. As the instruction manual puts it: “It's a pretty typical sum- 
mer.... You and your six Camp Counselor friends are watching 
over the kids....The days are bright and sunny... .The nights 
are cool and clear... . 

“...And Jason is on the rampage.” 

Couldn't have said it better myself. 

Yes, it’s up to you to save the kids and destroy Jason. (Sorry, folks, 
you cant be Jason in this game.) In the movies, there are always 
plenty of naive teenagers to keep Jason busy. In the game, you have 
to play the role of six camp counselors—switching from one to 
another—while protecting fifteen children. Talk about a tough job. 
The counselors (three male, three female) look in every way like 
the boneheaded teens from the films. 

The game starts out with a map of the entire layout of Crystal 
Lake. Here, you'll find the locations of small and large cabins, trails, 
wooded areas, Jason’s cave hideout and, of course, the infamous 
Crystal Lake itself. This screen is also where you select the camp 


counselor you intend to play—each stationed at his or her own cabin. 
By strategically placing Idiot Teen 1 in one area of the campground 
and Idiot Teen 2, 3 and so on in other separate places, you can 
cover as much of the campground as possible (and get to the kids 
quickly when Jason finds them—more on this later). 

It's not apparent or mentioned in the instruction manual, but each 
of the six counselors is different from one another in areas of run- 
ning speed, endurance and offensive power. For example, counselors 
Laura and George are the fastest runners and, thus, can move from 
one area of the camp to another in less time. On the other hand, 
Mark, though a slowpoke, is better able to withstand Jason's usually 
fatal attacks. 

Once you've selected the counselor you want to be, the game 
screen switches over to a side view of your character standing in 
front of the cabin he or she was just in. Moving the controller right 
or left makes your video teenager walk along the trail in the ap- 
propriate direction. To stop you, zombies rise out of the trail path 


Slip into the shoes 
of one of the six 
camp counselors 
at Crystal Lake, and 
try your best to 
save the children 
from Jason's evil 


grip. 


and attack. These “dead heads” can be easily done in by throwing 
rocks; or avoid them entirely by leaping over them. Other creeps 
out to drain your life energy include wolves and crows. 

Entering the cave or wooded areas can be hazardous if you don't 
know your way around. These places are confusing mazes, but find- 
ing your way through them is necessary to defeat Jason. In the 
cave, an arsenal of weapons is hidden, which you must retrieve 
and use on Jason. But these items are guarded by bats and even 
the head of Jason's dead mom. Like real-life mothers, being cross 
with her can spell out your own doom. 

And then there’s Jason himself—what an annoying pest he can 
be. An alarm sounds and an indicator flashes to warn you when 
the happy hacker is attacking one of your counselor pals or the chil- 
dren hidden away at the shore of Crystal Lake. When this happens, 
better stop whatever you're doing and come to their rescue. If you 
don't, Jason will “defeat” them in no time (as the instruction man- 
ual prefers to ambiguously describe his executions). 

Those who've watched the movies and claimed that they (if they 
were the victims on screen) would've never done “this or that” but 
“something else instead;’ when yet another teen got brutally elimi- 
nated by Jason, now have their chance to prove themselves on the 
Nintendo, courtesy of LUN. Unless Jason takes a vacation and passes 
up his ninth movie, be warned, potential idiot teenagers: Ol’ Hockey 
Mask is just as brutal in his first outing on the game screen. 


—Christie Hewlett 


LJN Toys, Ltd., 1107 Broadway, 
New York, NY 10010; (212) 243-6565. 
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An Interactive 
Detective Movie 


It's the year 2033. Your name is Tex Murphy, 
private investigator in San Francisco. You've 
been hired by the beautiful daughter of a university 
professor to uncover the facts about her father's 

death. 


% 
* 


As you begin your investigation, you uncover the 
deaths of several prominent members of the 
scientific community. Are these deaths coincidental, 
or is something more sinister going on? 


e You will interact with more than 27 characters 
which animate and respond to questions, bribes 
and threats. 

e Some characters actually talk. This spectacular 

effect is achieved by synchronizing digitized 

animation with 
e You'll crack high-tech security systems. 
e You'll rummage through offices, 

-. warehouses, and factories as you search 
' for vital clues. 

e You'll risk your life in action-packed 

shootouts. 

e You'll fly to major cities along the 
west coast in your Lotus speeder. 
This land and air vehicle is a full 

3-D solid-fill flight simulator. 


Mean Streets features 

our own 
proprietary technology that 
allows MS-DOS computers to 
play high quality digitized sound 
effects, music and speech 
WITHOUT HARDWARE. 
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Taboo 


Tradewest 
For the Nintendo Entertainment System ($39.95) 


any people would like to know what the future holds. 
They visit psychics or try to divine the unknown through 
tea leaves, palm reading, astrology and various oracles. 
One of the ancient methods of divination was a system of cards 
created in the Middle Ages, when a lot of esoteric knowledge was 
considered dangerous and heretical. In order to preserve the mysti- 
cal symbols, this set of cards was created. They appeared to be 
ornate but otherwise ordinary cards to the uninitiated. To those in 
the know, however, they were full of symbolism. 

People still use tarot cards to find out about the future. And now 
you can enjoy a version of this divination on the NES with Taboo. 

Taboo uses a set of tarot cards which are laid out in a “spread” 
an arrangement in which each card has a specific meaning to your 
situation. For instance, one card may represent your major obsta- 
cles, another may represent your hopes and dreams, and so forth. 
The cards are turned faceup, one at a time, and the information they 
contain is interpreted by the program. 


Tradewest's Taboo 
plays fortune-teller 
to try and divine 
your future through 
tarot card reading. 


Although Taboo is amusing, it is like many other general oracles. 
Sometimes it seems to be right on; other times it hits wide of the 
mark. The interpretations are also somewhat conservative and lend 
themselves to generalities. Sometimes you really have to stretch 
your mind to make them seem sensible at all. I've seen tarot read- 
ings by good readers, and their interpretations can and will vary 
depending on the circumstances and the person whose fortune is 
being divined. You may not always understand human readings, ei- 
ther, but they do speak directly to you and your situation. Taboo 
lacks that kind of versatility. 

To play 7aboo, you enter your name, date of birth, sex and a ques- 
tion, using the controller to select appropriate letters and numbers. 
Unfortunately, there is no option to ask another question for the 
Same person, so you have to enter all the information for each ques- 
tion you want to ask. After you read your interpretations, Taboo asks 
what state you live in (strangely, the program left out Alaska and 
Hawaii from the list of states) and offers you some lucky numbers. 
These are your numbers which should help you rush out and win 
your local lottery, though, again, | wouldn't take them too seriously. 

One of Jaboo’s tricks to help you understand the meaning of each 
card is that it plays a short musical theme. If the interpretation is 
good, the theme is uplifting. If the news is not so good, the theme 
is more dirgelike. Some people may like the musical clues, but | 
would have liked to turn them off. | 

| like Taboo. It is amusing and sometimes intriguing, but it is real- 


ly just a toy. | wouldn't want anyone to take it too seriously. Nei- 
ther, for that matter, does Tradewest. They even put a disclaimer 
on the package recommending the product for people over the age 
of 13. And, as much as | found the program amusing, I’m not sure 
| would recommend that people spend their money on it for the 
limited amusement it provides. After all, how many times do you 
want to consult an oracle that you aren't supposed to take serious- 
ly in the first place? 


There's even a sec- 
tion in Taboo that 
offers you a per- 
sonal set of lucky 
numbers, specifi- 
cally designed for 
your state's lottery 
game. AMOUNT OF NUMBERS 
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Anyway, there are all kinds of people in the world, and maybe 
some people would find this great fun. It does make a fairly amus- 
ing party game. You can ask it a question as a group, and then see 
what it comes up with. It might surprise you. For instance, | asked 
it about the country of China during a recent student uprising and 
its assessment of the situation was uncannily accurate. 

Taboo may not contain all the knowledge of the past, present and 
future as it claims, but it does offer some light amusement. Should 
you go out and buy it? Maybe you should ask Taboo. 

—Rusel DeMaria 


Tradewest, P.O. Box 1796, 2400 S. Highway 75, 
Corsicana, TX 75110; (214) 874-2683. 


Dr. Jekyll and 
Mr. Hyde 


Bandai 
For the Nintendo Entertainment System ($39.99) 


ow here's a game | can personally relate to: It’s about a 
man with a split personality. We all know what it’s like 
to be under pressure. And sometimes we show a differ- 
ent side of ourselves—more “evil.” if you will—in these conditions. 
This was what Scottish author Robert Louis Stevenson delved into 
in one of his most famous literary works, The Strange Case of Dr. 
Jekyll and Mr. Hyde, written and published over 100 years ago. Now, 
a century later, this classic bestseller has been translated into an 
NES game by Bandai. 

The mild mannered Dr. Jekyll has created a potion which separates 
man’s two opposing personalities: good and evil. Using the potion 
on himself, the doctor transforms into the beast known as Mr. Hyde 
and soon finds himself unable to control his sudden “mood swings.” 

What's worse is that today is the day Dr. Jekyll must get to the 
church on time to marry his fiancee, Miss Millicent. He starts out 
in front of his house and walks to the right of the scrolling screen. 
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ECHELON 


Get ready to explore a fascinating new world with “Echelon? the 
space flight simulator. You’re assigned to patrol zone 106 above 
the planet Isis. Your mission is to battle enemy spacecraft and 
search for clues and artifacts that may reveal the location of their 
stronghold. With Real Sound ™ you'll feel the power of the 


Ser cannon and hear the voice of your computer control system. 


Real Sound ™ takes you to a new world where no PC has 


ACCESS 
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Pick up your golf clubs and head out to the links with “World 
Class Leader Board’? You'll need all the concentration and skill 
you can muster to bring the ball from tee to green. 


You can choose between four top courses: 


@ St. Andrews in Scotland, “The Most Revered Course in Golf” 


= Doral Country Club in Florida, “The Blue Monster” 
= Cypress Creek in Texas, “The Largest and the Finest” 
= Gauntlet—Designed specifically for “World Class” 


With Real Sound ™ you'll hear the background sounds of 
birds and crickets, the sound of your club as you swing and hit the 
ball, hear the excitement of the gallery as you hit a 30 foot chip 
shot or their disappointment when you blow a short putt. It’s a 
dimension you've never experienced before on your PC. 


Your job is to slow him down or speed him up in order to avoid 
accidents and other obstacles in his way. 

But the world isn't being too kind to him this morning. It seems 
that all of London is out to stress out Dr. Jekyll. A boy speeds by 
shooting rocks at him with a slingshot, a crazy hunter fires his rifle 
randomly at will, a digger shovels dirt into his face, two beautiful 
women try to seduce him, a cat and dog attack him, a couple of 
men throw bombs at him and—to top it all off—there’s a fat lady 
who sings awfully. Coming into conflict with any of these things 
will push Dr. Jekyll’s $tress meter toward “H:” When this gauge 
goes all the way to “H;’ the doctor collapses to the ground and trans- 
forms into Mr. Hyde. 


You never know 
what kind of crea- 
ture you Il run into 
in Bandai's Dr. 
Jekyll and Mr. 
Hyde, a game that 
follows the theme 
of the Stevenson 
book. 


In Hyde mode, the primary objective is to change Mr. Hyde back 
to Dr. Jekyll so that you can continue his journey to the wedding 
chapel. London itself transforms into a hallucinatory landscape, where 
various demon creatures attack Mr. Hyde. By destroying these mon- 
Sters with a “psycho-wave” (a firing mode with a boomerang ef- 
fect), you can set the stress meter back toward “J” and change 
Hyde back to Jekyll. Watch out for your separate life meter though. 
Coming into contact with any of these demons reduces it and, thus, 
the game ends if this gauge goes down all the way. Coins some- 
times appear after a creature is shot. Collecting these will help make 
Dr. Jekyll’s trip to the altar easier, since he can pay off potentially 
dangerous people to leave him alone. 


If you aren't careful 
in keeping stress 
out of Jekyll’s life 
as he heads toward 
his wedding, he'll 
turn into the ornery 
Mr. Hyde. 


Once you change Hyde back to Dr. Jekyll, he continues to stroll 
merrily along to church, and you must again make sure he avoids 
coming across stressful situations. He’s an extremely sensitive man, 
you'll soon find out, and must be protectively sheltered. 

So that's the object of this video game; to walk Dr. Jekyll to church. 
Granted, this doesn’t sound too terribly exciting (and most of the 
time it isn’t), but blasting away the monsters while you're Mr. Hyde 
makes up for it. However, you're supposed to avoid being Mr. Hyde, 
which sort of takes the fun, well, out of the fun. Remember, the 
idea here is to get to church on time so that Dr. Jekyll can get 
married—not to transform into Hyde and go firing away at the de- 
mons in la-la land. 


This one’s a toss-up. Dr. Jekyll and Mr. Hyde's appeal has a cer- 
tain kind of duality not unlike the Jekyll/Hyde character himself. A 
good number of people will like this game for its unconventional 
concept and unique play. But an equal number might feel that the 
idea of a video game where the object is to walk a stressed-out 
man to church is ridiculously absurd. You'll either love this one or 
hate it. Overall, though, Dr. Jekyll and Mr. Hyde, like its premise, 
is basically just a walk in the park. 

—Howard H. Wen 


Bandai America, Inc., 12951 East 166th St., 
Cerritos, CA 90701; (213) 926-0947. 


The Lord of the 


Sword 


Sega 
For the Sega Master System ($47.95) 


rouble is brewing in Baljinya. The king and his family have 

been murdered, and, as was their plan, the evil creatures 

who committed the deed are now free to bring their de- 
mon lord, Ra Goan, back from the dead and place him on the throne. 
The Elders of Baljinya have refused to accept Ra Goan as their leader 
and have begun their search for a hero who can complete three 
dangerous tasks: find the Tree of Marill, defeat the Goblin of Balala 
Valley and destroy the Statue of Evil. The Elders promise that who- 
soever can pass these tests will be proclaimed the rightful king of 
Baljinya. 

You, as Landau, decide to accept the challenge. Not only will you 
attempt to complete the Elders’ three tasks, but you will also, dur- 
ing your travels, clear the countryside of Ra Goan’s foul minions. 
After all, how else can you become king? Armed with blade and 
bow, you set off to face whatever fate lies in wait for you. 

And so begins Sega's new adventure game The Lord of the Sword, 
a stripped-down version of Nintendo's Zelda /I: The Adventure of 
Link. \n The Lord of the Sword you will travel across the highways 
and through the forests and swamps of Baljinya, stopping in towns 
to gain information and strength, battling the creatures that stand 
in your path. The roads you'll travel connect the game’s fifteen main 
locations, including Cram Bog, Namo Forest, Mt. Ozgul, Varlin Cas- 
tle, Ulmo Forest, Falas, Mt. Morgos, Elder Castle and many towns. 

The kingdom of Baljinya is small, and you would think this would 
make for a short game; but in order to complete the quest, you must 
discover the proper order in which to visit the various locations. 
Talkative people in the towns will give you clues as to what to do 
next, but much experimentation will be necessary to gain needed 
knowledge. Still, the greater portion of your playing time will be spent 
learning the best way to defeat the various enemies that attack you 
en route to your destinations. 

The background graphics are not up to Sega’s usual standards, 
but the creatures come in interesting and well-rendered forms. Huge 
flying eyeballs, animated skeletons, winged demons, giant lizards 
and other creatures that almost defy description populate Baljinya’s 
landscape and are this game’s main attraction. Most of the crea- 
tures are fairly easy to defeat, the challenge comes from the sheer 
numbers in which they attack. Although you can continue up to 

(continued on page 54) 
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AMERICAN VIDEO GAME PLAYERS LEAGUE 


Pyeser’® 


Jo our “All Star” Team and they 
will help you learn how to achieve 
new heights and get more points. 
This video features ten of the 

hottest games made today. 
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NINTENDO ‘cames 
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CIRCLE #122 ON READER SERVICE CARD. 


BSHANGHAL . 


The game that took over 2500 years to develop— 
and at least that long to master! A seemingly 
_ endless number of variations of the playing 
_ board, each with five increasingly difficult 
stages to unravel. Play the original ver- 
sion, using Mah Jongg tiles, or the updated 
version using the alphabet. We can teach 
you how to play the game, strategies, even 
how to read the Chinese characters—the 
only thing we can’t teach you is how to quit! 


Revenge #-Gator 
Gators galore! Eight scrolling screens—secret 
entrances to bonus areas—hungry ‘gators 
that unexpectedly swallow your ball and 
move it to a new screen—all in a package 
you can slip into a pocket and take with 
you anywhere. Youd need a pinball 
machine the size of the Everglades to hold 
all this excitement, but Hal America and 
Game Boy make it portable. 


Licensed by Nintendo for play on the ——0 Me oo 
— i a ~~ aay = «TM 


HAL AMERICA INC. 
ENTERTAINMENT , . 
SvSTEm The Fanatic. Specialiate. 


7873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 © Fax 503/641-5119 
HAI is a trademark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are trademarks of Nintendo of America Inc. ©1989 HAL AMERICA INC. 
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~~ A Great Adventure Game: 


Stand by for launch. Your mission ts to save the planet The excitement sizzles with this one. Can you help LOLO save 
Farmel from the evil Air Fortress. And you re in for a the princess LALA from the Great Devil? You must guide LOLO 
hot time. You have to fly between defense structures, fight off through a series of 50 different mazes filled with evil spirits. 
defense forces, pick up bombs and energy cells to help you—__— Each maze offers an ingenious triple challenge: dodge the evil 
and that’s before you go in! Can you knock out the central guardians, move the maze objects in correct sequence, and solve — 


nuclear power source of each complex before you run out of __ the lethal puzzle by collecting the power objects. A game the 
energy? Great! But the game's not over yet. Get ready as the whole family can enjoy, LOLO, from HAL America, is designed 
fortress generates its second set of eight, tougher defense to improve your thinking skills. 

complexes. You'll use all your skill before you save the planet 

Farmel in Air Fortress from HAL America. 
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(continued from page 50) 


ten times, getting to the end of this contest is sure to be a chal- 
lenge for even the most veteran joystick jockey. 

Unfortunately, The Lord of the Sword provides no password save 
feature, which means that each time you play, you'll have to plod 
your way through battles already completed. It seems that video 
games these days come in two types: those set in a huge world 
with a password continue feature, and those set in small worlds, 
the levels of which must be constantly replayed. The Lord of the 
Sword fits in the latter category. 


Demon emperor Ra 
Goan's followers 
have killed Bal- 
jinya's royal fam- 
ily. Are you tal- 
ented enough to 
complete the tasks 
necessary to save 
the kingdom? 


The game control in The Lord of the Sword is extremely clumsy. 
The controller's 1 and 2 buttons are used for the bow and sword, 
respectively, forcing the jump function to be assigned to the control 
pad’s up arrow. Because most games assign jumping to one of the 
buttons, players will find it takes time to adjust. 

Worse is the sluggishness with which the controls react, partic- 
ularly when you're in battle. Signals sent from the controller are 
often ignored in favor of keeping the on-screen animation lively. Noth- 
ing is more frustrating than being unable to immediately turn and 
face an enemy. Jumping is equally as fussy. After some practice, 
however, you get used to the controls and learn to compensate for 
the sluggishness. 

Clumsy controls aside, if you're looking for a simple but decent 
hack-and-slash game, you'll probably enjoy The Lord of the Sword. 
Due to its lack of depth, it’s not a game that'll hook you for weeks 
at a time, but it does have a certain charm. However, if you want 
an epic like Phantasy Star, you better look elsewhere. There's little 
adventure here. 

—Clayton Walnum 


Sega of America, 573 Forbes Boulevard, 
South San Francisco, CA 94080; (800) USA-SEGA. 


& & a 
Ninja Gaiden 
Tecmo 
For the Nintendo Entertainment System ($39.99) 


n the earlier years of the NES, martial-arts games seemed to 

be the staple. Nowadays, that’s not entirely so, but this hasn't 

stopped Tecmo from releasing Ninja Gaiden. Their newest en- 
try into the martial-arts video-game genre has, of course, elements 
that can be found in many previous titles. However, with the twists 
and gimmicks added, Ninja Gaiden is like a good movie with a plot 
similar to other films—it successfully retells a familiar story as if 
it were brand-new. 


Let's be honest. Like the games themselves, reviews for martial- 
arts video games tend to read pretty much alike. So, with that thought 
in mind, here's a painless breakdown of Ninja Gaiden to spare you 
the needless details: 

You are Ryu, a super-cool ninja dude. Your father (a ninja, too, 
but strangely named “Ken”) was killed during a contest at a moon- 
lit field by—you got it—an unknown ninja adversary. Upon your 
father’s defeat, you are now the head of the Hayabusa clan and must 
take the dragon sword, a precious heirloom that’s been in your family 
for generations, to America. Why are you doing this? Heck, you don't 
know, but what you do know is that lots of danger and excitement 
will be waiting for you in the U.S. of A. During the course of your 
adventure, you will learn the reasons behind your father’s death 
and what you're supposed to do with the dragon sword—oh, and 
what all of this has to do with the world coming to an end as it 
is engulfed by this real nasty evil force. Yeah, pretty much the stuff 
you'll find in your standard ninja video game. 

Ninja Gaiden is presented in a side-view, action-adventure for- 
mat like Konami's Castlevania. You can move Ryu in all directions, 
make him jump and thrust his sword. Jumping and clinging onto 
walls is allowed and necessary in order to climb onto floors. Vari- 
ous items can be collected that will increase your points and strength 
level or enhance your weapons. Ninja Gaiden is made up of 20 
screens broken down into six “acts” that take place in both out- 
door and indoor settings. At the end of every act is a creature deadlier 
than the others who attack you. Defeating this powerful enemy is 
the only way you can advance to the next act. 


As Ryu, the lead 
character in Tec- 
mo's Ninja Gaiden, 
you must use your 
ninja powers, in- 
cluding clinging to 
walls, to find your 
father's killers. 


The “movie” sequences between separate acts (or, as the people 
at Tecmo hail it, the “cinema display”). Don’t rush out and get the 
popcorn, though, because Ninja Gaiden doesn't really look like a mov- 
ie. What it does feature is a story-telling system like that found in 
the Atari XE’s Karateka or Cinemaware’s computer games. In the 
title screen prologue, Ken Hayabusa is depicted losing to his oppo- 
nent. Between the acts, sequences are played that utilize close- 
ups of characters and body movements. Though the animation isn’t 
fluid, it is effective. Besides being highly entertaining, these little 
movies tell you important information and give you clues on ac- 
complishing your quest. And, most important, watching these mo- 
vies will also tell you what the heck you, as Ryu, are supposed to 
be doing anyway. 

The one blessing comes in the form of unlimited game “continues” 
You can continue as much as you want through the 20 screen lev- 
els, and you'll need to. Ninja Gaiden is yet another one of those 
Nintendo games where you have to resort to using drastic means 
in order to complete it; no, not skill and patience, but finding out 
cheats and constantly pressing the “continue” button. 

A much-too-common ailment in many new NES titles is over- 
done background graphics. So much detail has been put into the 
backgrounds of the screens (too much, in fact) that bottomless pits 
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of death look like fancy throw rugs on the floor. This can obviously 
lead to some problems. Namely, accidentally running Ryu to his death 
without the benefit of knowing what you've just done. Also, the items 
that can be collected, as well as your enemies, tend to camouflage 
themselves into the background. The outside settings look better, 
but the indoor scenes can appear ambiguous and even confusing 
to the untrained eye. Better work up your keen ninja vision for Ninja 
Gaiden. 

If you're tired of martial-arts games, then, of course, Ninja Gaiden 
isn't for you. Besides its “cinema display,’ nothing here is really new. 
On the other hand, avid NES players—or anybody who likes to hear 
a good story retold, for that matter—might not be disappointed. 

—Howard H. Wen 


Tecmo, Inc., 18005 S. Adria Maru Lane, 
Carson, CA 90746; (213) 329-5880. 


Knight Rider 


Acclaim 
For the Nintendo Entertainment System ($44.95) 


night Rider is an arcade-style driving and shooting game 
based on the hit TV series of the same name. The show 
has been out of production for some time—though it still 


runs on some stations in syndication—and many younger NES game 
fans may not be familiar with the name. 


As the debonair 
Michael Knight, 
your mission is to 
rid the cities you 
travel through of 
crime, with the 
help of the amazing 
KITT car. 


Bonnie, KITT's me- 
chanic, will offer 
you weapons along 
the route and keep 
your computerized 
car in tip-top shape : ~ 
for your battle. : ae Gas 

= Shield 


Tre P. I. V. bomb has 
(enormous 
‘destructive power. 
‘Be careful guys. 


Engine 


The Knight Rider series revolved around the crime-fighting Michael 
Knight and his highly technical car named KITT, a turbo-charged, 
computer-controlled, talking Trans Am. His assignments came from 
Devon, Michael's mentor and sponsor in the “Knight Foundation’ 
and with the help of KITT’s Bond-like gadgetry, Knight a/ways cap- 
tured the bad guys. 

Knight Rider, the NES game, is very much like the TV series, with 
Michael on a cross-country mission to eliminate the criminals in- 


festing each city. A nicely detailed picture of Devon is displayed above 
a map of the United States and southern Canada while he gives 
you your assignment. After receiving an assignment, the player then 
meets with Bonnie, KITT’s mechanic. 

To help you get through your mission, you get a detailed schematic 
of the fuel, shield and weapon systems. On the first mission the 
player chooses one extra power, such as additional fuel, shield 
strength, a more powerful engine, 20 missiles or 20 laser blasts for 
doing in the perpetrators of evil. As you advance through different 
levels of the game, before the next mission begins, more of these 
extra powers are available. 

As the battle race starts, KITT takes to the road at speeds up 
to 250 miles per hour while you peer through the windshield. The 
player has a limited time to reach the outer limits of the city ahead. 
The dashboard displays timer, gas gauge, score, radar, weapons and 
other important data, and a “voice gauge,” just like the one in the 
TV KITT car, is displayed in the center of the dash. According to 
the documentation, KITT “talks;’ but this is nothing more than a 
flickering of the voice-gauge graphics and some unintelligible buzz- 
ing sounds. The lack of digitized voices, something even the most 
simple-minded home computers can do, is a bit disappointing. 

As Knight and KITT speed along the highway, they come upon 
enemy trucks and cars, as well as innocent drivers. Good and bad 
are easily distinguished by color and the fact that the enemy cars 
shoot at KITT constantly; your mission consists of blasting the op- 
posing cars while avoiding the trucks. When driving over 150 miles 
per hour, KITT is capable of jumping over cars in front with his 
“turbo-boost” power. This comes in handy when the highway is 
particularly congested, but at the cost of a great deal of precious fuel. 

When certain enemy cars are blasted, an “up” letter is awarded 
as the car goes up in smoke. The player maneuvers KITT to catch 
the letter on the hood for extra time, damage recovery, bonus mis- 
Siles, extra laser blasts, more gas or an extra life. Also, if you come 
up behind the Knight Foundation mobile laboratory, the player can 
acquire additional powers for KITT from Bonnie. 

As the player approaches a metropolis, the enemies become more 
frequent and fierce. With a time limit to reach each city, this is no 
opportunity to ease up on the gas pedal to concentrate on shoot- 
ing. While driving, one of three primary weapons is easily selected; 
the unlimited firepower machine gun, TOW-2 missiles or the most 
deadly laser gun. The player may pause the game to make the selec- 
tions, a nice feature when trying to select weapons at high speed. 

Once KITT has reached the city, the player faces a very deadly 
enemy—a large black helicopter, a large black trailer or KARR, the 
stolen prototype of KITT. This enemy must be foiled in order to en- 
ter the city and move on to the next phase of the mission. 

When a mission is completed, a 12-digit password is revealed. 
This password may be used in future games to skip directly to that 
level of Knight Rider. A practice “drive mode” is also provided, al- 
lowing the player to perfect his driving skills or simply enjoy the 
sights of the cities. The player has three lives per game, and a con- 
tinue feature is supported up to two times before the game must 
be restarted from the first city. 

The graphics and smooth-scrolling driving effects are well done 
in Knight Rider. The sound effects are unsophisticated, but the turbo- 
boost jumping feature of KITT is rather impressive. The 15 different 
cities provide lots of interesting scenery and challenge, but the game 
play does get repetitive after a while. Overall, Knight Rider is a de- 
cent game for fans of the once-popular TV series. 

—Matthew J. W. Ratcliff 


Acclaim Entertainment, Inc., 189 South Street, 
Oyster Bay, NY 11771; (516) 922-2400. 
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| by Bill Kunkel and Joyce Worley 


Ooga booga! 


Scare you? Sorry, we just wanted to | 


get everyone in the mood. Horror is, after 
all, a tricky business. In the normal course 
of events, people seek to avoid experi- 
ences redolent with fear, horror and 
shock. Yet films and books dealing with 
the most graphic forms of violence, grue 
and terror regularly tote up healthy re- 
ceipts at the cash register. 

In other words, under certain con- 


trolled conditions, people obviously love - 4 


to be scared. To that end, software cre- 


ators have periodically attempted to inte- | 4 


grate spooky characters and situations 
into their work, sometimes successfully, 
sometimes not. 


The first authentically scary moment in | 


the history of electronic gaming came, 
ironically, in a program that was not 
overtly intended to be frightening. Lucas- 
film’s Rescue on Fractalus (Epyx) is a sci- 
ence-fiction contest in which users pilot a 
spacecraft over the surface of a barren, 
craggy planet in search of downed Earth 
pilots. When the wreckage of a ship is 
sighted, the player lands his own craft and 
opens the hatch to permit the downed 
flyer to come aboard. On very rare occa- 
sions, however, these flyers are not hu- 
man at all, but Jaggi—members of the 
hostile race with whom the humans are 
contesting. The Jaggi kill the pilots and 
don their spacesuits, hoping to lure a res- 
cue craft, then, once aboard, destroy it. 
The only discernable difference be- 
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Captain Blood 


tween an authentic flyer and a Jaggi in 
sheep's clothing is the slight, greenish tint 
a Jaggi gives to the ordinarily silver space 
helmet. If the player spots the Jaggi be- 
fore it reaches his ship, he can take off, in- 
cinerating the alien fiend in a blast of 
propulsion rockets. Otherwise, the player 
is in for a genuinely startling experience: 
The Jaggi, its helmet discarded, rears up 
directly in front of the player's windshield. 


_ The horrible creature roars once then, its 


massive fists clenched tightly, begins to 


oa 


Nannon on Elm Street (LIN for NES) 


smash away at the windshield. Huge fis- 
sures appear in the glass, and then, a sec- 
ond later, the entire shield explodes, and 
the game fades to black. 

The appearance of the Jaggi was a real 
shocker for gamers in the early ‘80s. It 
wasn't mentioned in the instructions and, 
sO, came as a total surprise to most users. 
Experienced players often sat for hours 
while novices tested .their skills, just wait- 
ing for their companion’s reactions at the 
appearance of the Jaggi. 

Certainly, there had been haunted- 
house adventures and games featuring 
ghosts, bats and similar spook-house 


| trappings before Fractalus, but none of 


them could seriously aspire to frighten 
users. The lack of sophisticated graphics, 
animation and sound made any real at- 


| tempt to create a creepy ambiance fairly 


futile. Block-like graphics and beep-boop 
sound effects were hardly the stuff of dark 


| and stormy nights, after all. 


Quests for Chills 


The first attempts at games that could 


| frighten us were text adventures, such as 


Galley and Lawrence’s Moonmist (Info- 
com), a haunted-house mystery set on 
the atmospheric Cornwall coast. The 


| player is urgently invited to an ancient cas- 


tle by an old lover who fears her life is in 
danger from the spectral “White Lady” 


who supposedly haunts the castle tower. 
The lack of graphics was actually an ad- 
vantage at this point in the development 
of computer entertainment, as scenes 
were limited only by the imagination of 
the authors and users. Even so, there’s 
quite a difference between curling up with 
a scary novel in front of a fireplace on a 
winter's eve and sitting at a work station 
typing in two-word commands. The stop- 


and-start nature of text adventures con- 
stantly put a crimp in the story's ability to 
build tension, as did the player's inability 
to solve any of the puzzles that constitute 
the game portion of the adventure. 

Other spooky text adventures include 
Frankenstein, Dracula and Wolfman, all 
by CRL. Illustrated text adventures include 
CRL’s Jack the Ripper, the classic Mystery 
Fun House and several Scott Adams Ad- 


ventures, such as Voodoo Island. 

In recent years, publishers attempted 
to bring shudders and shivers to the mod- 
ern adventure game, with sophisticated 
graphics and streamlined command en- 
try. ICOM's The Uninvited (Mindscape) is 
a traditional haunted-house adventure us- 
ing the point-and-click interface estab- 
lished in the earlier Deja Vu. The player is 
cast as a solitary explorer, searching 


through a house full of ghosts, trapdoors 
and secret passageways. The Uninvited 
even offers an introductory gambit right 
out of a 1940s haunted mansion flick: The 
player is driving along a country road and 
has an accident. The car is wrecked (and 
about to explode), and there’s simply 
nowhere to go—except, of course, into 
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Touchdown 

TD Fever 
Track/Field 
Track/Field 2 
Trojan 

Urban Champion 
Ultima 

US Golf 

Vegas Dream 
Volly Ball 
Wheel] Fortune 
Wild Gunman 
Willow 

Winter Games 
Wiz & Warrior 
World Games 
World Runner 
Wrecking Crew 
Wrestlemainia 
Yeah Beebias | 
Xenphobe 
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Dky kg Jt Mth ] Luna: Pool 50 ) Sky Kid : Xevious 
Double Dragon 9 50 25.0 Mach Rider ( oD Slamon 3 Zanac 

Double DUribbl 2.50 2 Magmax ) Soccer ( 75 Zelda 

Dragon Ninja F Mgc Shahrzd Lombie Master 


(Due to a 3 month lead time to ead this ad, our sell prices may be lower!) 


CALLTODAY! (642) 541-9021 


OF write to - To Purchase: Send check or money order to FUNCO, INC.., 


FUNCO ; INC. SApoine 3 Son sheeting 4$ aes ia fordaieats steers 
"The Fun Company" a 

3233 Gettysburg Ct. 
New Hope, MN 55427 
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To Sell Us Games: Call us first for current prices. All accepted 
games are paid within 48 hours of receipt of games. Subtract 
$1.00 for missing manuals. All games must have its original box. 


We Reserve The Right To Refuse Any Purchase Or Sale. 


Ghosts ’n’ Goblins 
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at get into the real action! Make your choice from 12 top 
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_ your rai n tag tean ingle ple y et Richy Become 6'5" of solid muscle as _ 
“Total Pack | se the Flying: $ of Ricky Steamboat: Stun your.opponent with 


rior “Animal’s” Power Slam. 
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The Uninvited is notably the finest use 
of the ICOM adventure interface. The 
player stumbles through this fascinating, 
if somewhat musty, old mansion, search- 
ing not for jewels or magic spells but for 
the secret of the house itself. 

Perhaps the most popular haunted- 
house adventure was Lucasfilm’s excel- 
lent Maniac Mansion (Activision). The 
plot, in which the player-character ex- 
plores a haunted house, is nothing new, 
but the game interface and the cleverness 
of its execution helped make this a gen- 
uine cult classic with a large audience on 
both sides of the Atlantic. 

The trappings of horror and psycho- 
logical terror are expertly blended by the 
Murry siblings in Manhunter: New York 
(Sierra), a graphic adventure in which the 
player starts the game on the wrong side 
of the ethical fence. In this story, Earth has 
been conquered by a race of alien eye- 
balls. The computerist is cast as a man- 
hunter, one of the human beings who 
hunt down their fellows at the command 
of their alien masters. The player pro- 
ceeds through a startling and sometimes 
violent adventure that turns on an un- 
usual moral dilemma: Does the player re- 
main a manhunter, or does he turn on the 
aliens and fight their tyranny? 

The newest entry into the scary adven- 


It Came From the Desert 


SOAPS Se MY OR eae a a 
Se Ee 


ture sweepstakes is Personal Nightmare 
(Box Office). This menu- and icon-driven 
illustrated adventure by Mike Woodruffe 
incorporates many scenes derived from 
the classic horror genre. The sound and 
graphics are outstanding, and cinematic 
effects coupled with extensive use of ani- 
mation create scenes with the power to 
shock the player. | 

The same designer and publisher is 
working on a game based on the TV hor- 
ror-movie hostess with the mostest, 
Elvira. The game will be published first in 
England under the Horrorsoft banner, but 
it could reach the U.S. before the end of 
the year. 


Big Monsters 
One of the most popular categories of 


spooky games is the one that deals with 
giant monsters, behemoths, dinosaurs 


and colossal versions of ordinary life- 


forms. 

The first product to exploit our ancient 
fascination with really, really big monsters 
was Crush, Crumble and Chomp from 
Automated Simulations. Automated 
Simulations, of course, later became 
Epyx, and C,C and Cwas eventually 
restyled as The Movie Monster Game, a 
delightful romp through several of the 
world’s major cities as Godzilla or one of 


several other mega-monster staples. Of 


course, life isn’t all beer and skittles, even if 


you are 50 feet tall and breathe fire. 
There's the army, for example, with their 
tanks and jet fighters, and they can really 
get a guy down. | 

Other electronic entertainments that 
employ the big boys are Rampage (Activi- 
sion) and Aargh! (Arcadia). Rampage is 
an excellent adaptation of the classic coin- 
op. Players control a variety of antisocial 
behemoths in an attempt to tear down 
buildings and generally snuff out life in a 
major metropolitan area before the army 
arrives and poops out the party. Aargh! is 
basically a clone of Rampage with differ- 
ent monsters. The object is to destroy 
buildings and retrieve the golden eggs 
which periodically appear on-screen. 

The major difference between The 
Movie Monster Game and the others is 
that 7MMG uses a realistic perspective, 
with monsters free to move over large 
land areas, whereas Rampage and 
Aargh! stick to side perspective with ac- 
tion limited to the on-screen area. 

The most recent addition to the big 
monster game battery is also the best 
ever: Cinemaware’s spectacular /t Came 
From the Desert. This chilling adventure is 
based on 1950s SF-horror films like 
Tarantula, Beginning of the End, The 


lt Came From the Desert 
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RKICKS FIGHTING 


Phantom Fighter is the martial arts game with a big difference. It’s the new action game that 
lets you chop and kick against ghostly enemies with supernatural powers! These zombie phan- 
toms get even bigger and stronger as your skill improves. (But don’t worry—you’ve got som 


magic of your own.) You'll be challenged by some tricky questions. Ghosts, puzzles, and dia- — : 


logue make this Kung Fu challenge more unpredictable. Get your kicks with Phantom Fighter! — | 
a Over 100 Ghosts! # Dialogue! = Password Memory! 


Licensed by Nintendo for play on the 


ENTERTAINMENT 


aoarenn. Not Just Kid Stuff 
Phantom Fighter’ ™ 1s a trademark of Fujisankei Communications es nt) 

Intemational, lnc , and is licensed by FCI for play on the Nintendo gag Commun Sage shar eggpolns Inc. 
Entertainment System® _ Nintendo and Nintendo Entertainment 150 East 52 Street, New York, NY 10022 
System® are registered trademarks of Nintendo of Amenca Inc Tel. (800) 255-1431 In NY State (212) 753-8100 
FCl is a trademark of Fujisankei Communications International, Inc Phone Counseling Hotline (312) 968-0425 
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Deadly Mantis and, especially, the first 


and foremost of the big bug epics, Gor- - 


don Douglas’ Them! 

The player is cast as the handsome 
young protagonist who first discovers 
that there are gigantic insects among us 
while tooling across the desert. The player 
has a variety of vehicles at his command, 
including a jeep, tank and helicopter, and 
they'll all be needed before this menace 
can be quelled. The visuals on /t Came 
From the Desertare astonishing, the cine- 
matic ambiance delightful and the play 
value is strong. This may well be the 
strongest entry yet from a major new 
publisher. 

Finally, a quick mention of the excellent 
SimCity (Maxis), in which the user creates 
and runs either actual cities or creates his 
own town from scratch. Once a city is up 
and running, the user can send disasters 
down upon it, including fires, floods, 
earthquakes—and even a giant, Godzilla- 
like monster who emerges from the sea 
and lays waste to any area it passes 
through! 


Arcade Spook House 

The most popular category of games 
featuring monsters, however, remains 
arcade games. Generally speaking, 
these games don’t make special use of 
the creepy characters; vampires, ghosts 
and goblins replace space aliens or orcs 
as integers in basically generic action 
games. 

Warlock is one of the better examples 
of the monster arcade genre. The player 
character moves through a dual-level 


scenario of graveyards and catacombs, 
killing off a cavalcade of zombies, ghosts 
and demons along the way. The delight- 
ful graphics and clever animation elevate 
this side-perspective shoot-out beyond 


_the level of a typical mindless shoot-out. 


Vampire’s Empire, from Digitek, is an- 
other visually-appealing action game us- 
ing stock horror characters. The player- 
character in this scrolling, side-view 
contest moves up and down the vast 
stairways that wind endlessly through 
this vampiric netherworld. The action is 


The first program of its kind to successfully integrate 
arcade style enjoyment with educational achievements! 


Learning made fun 
ARCADE FOOTBALL 


Arcade Football® is a program that mixes the non-stop action of an arcade game 
with question and answer sets from various categories, ranging from science to 


history. 


Designed for one or two players (the computer acts as the opponent for an individ- 
ual player), it allows each player to choose from a list of educational topics at their 


individual grade level. 


The degree of difficulty and the accuracy of the answer determines the result of the 


selected play. 
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Make learning fun for the whole family! 


- 
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THE PATENTED MAGISTRA™ SYSTEM 
With our special report card system your child’s answers are saved on a database disk that can be 
mailed to us and evaluated by our patented expert system. A written report is then mailed to you, 
exploring strengths and weaknesses as well as recommendations for improvement. 


err 
SAV CATION 


« Simulations SWEEPSTAKES 


A Division of Munson Electronics, Inc. 


959 Main Street, Stratford, CT 06497 


For more information on Learning Made Fun and 
Magistra Educational Entertainment, see your 
local dealer or call (203) 377-4339. 
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Boxxle™ is a trademark of Fujisankei Communications International. Inc. and is licensed 
by FC! for play on the Nintendo Game Boy. Nintendo. Game Boy and the Official Seals 
are trademarks of Nintendo of America Inc 

Fujisankei Communications International. inc. 150 East 52 Street. New York. NY 10022 
Consumer Information (312) 968-0425 


GAME BOY. 


The Portable Puzzle for your 

Game Boy System 

BOXXLE is the go-anywhere brain teaser tha! 
makes action games look easy. Your challen | 
is to move the boxes into their proper spa 
and clean up the “warehouse.” Sounds simp! 
Just try it! You need more than manual tabor | 
win, it takes brain power to beat BOXX: EF! ©: 
you clear a screen there’s another. And a: 1! 
~~: ,l-, Fach more difficult thin 
last. Over 100 screens! P 
you can choose whi} : 
screen to play oF use 
function to create your ow 
screens Get your Game | 
ready to go You ll neve: 4 
bored once you get BOXXx) t 


@ 108 screens 
@ 3 edit screens 
@ Password memory 

@ Animation and synthesized sound 
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fairly humdrum, but the slick graphics 
certainly are first rate. 


Baal, from Psygnosis, exploits the visual — 


imagery created by artist H. R. Giger for the 
film Alien to create an action-strategy 
game with insectoid monsters anda 
sweaty, heavy- metal look. This side-per- 
spective contest features multidirectional 
scrolling through three multilevel scenar- 
ios comprising 250 screens, 100 monsters 
and 400 traps. It’s nothing special, but the 
graphics are striking, and the monsters 
look great. 

The newest addition to this category is 
Accolade’s Frightmare, a platform game 
comprising over 80 levels with seven sce- 
narios or “dream states,” each more har- 
rowing than the last, as the player battles 
the time limit in an attempt to survive the 
night. Zombies, werewolves, serpents and 
even old Lucifer himself show up during 
the contest. 

There is certainly no shortage of mon- 
Sters in the video-game universe, either. 
Capcom's Ghosts and Goblins, as well 
as Nintendo’s own Castlevania and its 
sequel, Simon’s Quest, have been popu- 
lar entries on the Nintendo since their re- 
lease. Also scheduled for release is Sun- 
soft’s Fester’s Quest, based on the 
popular Addams Family cartoons and 
TV show. Aliens have descended on the 
Addams’ hometown and kidnapped the 
human population, leaving the inhuman 
Fester and the other members of the Ad- 
dams Family to rescue them. 

Freddy fans will have two Nightmare 
on Elm Street games to look forward to. 
Sharedata will be releasing Nightmare 
on Elm Street for various computers (it 
should be available by the time you read 
this). The setting is deep inside Freddy's 
house, and, of course, all events occur in 
a dream-well, nightmare. 

LJN Toys hopes to have their NES ver- 
sion of Nightmare on Elm Street out in 
early 1990, though at press time it was still 
being developed. LJN also plans on bring- 
ing a Freddy game to Nintendo’s Game 
Boy system. 

Also of interest to NES players is Friday 
the 13th (LJN), a game that mirrors the se- 
quel-crazy movies of the same name. In 
addition, Bandai has released Dr. Jekyll 
and Mr. Hyde for the NES, in which the 
player musttry to keep Dr. J (notthe basket- 
ball player, mind you) from getting too irri- 


tated by his surroundings. This will cause 
him to transform into his hideous alter ego. 

Sega fright-freaks, meanwhile, can 
check out Ghost House, a multilevel, side- 
view action game in which a player-charac- 
ter must retrieve hidden jewels while 
avoiding the various spooks patrolling the 
mansion. 

Sega Genesis owners will also have the 
sequel to the previously noted Ghosts ‘n’ 
Goblins available to them in the form of 
Ghouls ‘n’ Ghosts. This challenging fight 
for your life in a graveyard looks identical to 
the arcade game. 

Finally, TurboGrafx-16 fanatics can get 
some chills up their spine with the eerie 
Alien Crush pinball game. Though this 
one stands alone on its pinball re-creation, 
the setting is unlike any flipper table ever 
built: Monsters pop out of every crevice of 
the game, a slathering beast swallows 


G 
Open 
close 
ead 


Mew Kid Turn on 


Open 
Cicse 
Read 


Walk to 
Pick up Unlock 


Turn of 
What is 


Use Fix 


your sphere for bonus points and various 
creatures, skulls and insects swarm 
around in the bonus screen. Alien Crush 
uses the popular Giger-like graphics in 
stunning form. 


Viovie [Vionsters 
Several of the biggest screen hits in re- 
cent years were horror films, and several of 
them made their way to computer and 
video-game formats. This includes the 
number-one midnight movie of all time, 
The Rocky Horror Picture Show (Electric 


Dreams), Aliens (Activision) and Predator 
(computer versions by Activision). 

In Rocky Horror the player is cast as ei- 
ther Brad or Janet, those unfortunate visi- 
tors to the mansion of Dr. Frank N. Furter © 
and company. While “(Let’s Do the) Time 
Warp” plays in the background, the player- 
character's clothes are stolen, and he or she 
must go on a room-to-room search in or- 
der to recover them. There's plenty to see 
and do in this bizarre homestead, and it 
makes for a pretty fair action game while re- 
maining faithful to the source material. 

Steve Cartwright, meanwhile, used 
many of the techniques he mastered 
while creating the Hacker (Activision) 
games to create Aliens, the best movie 
adaptation of anykind in the history of 
electronic gaming. The game is broken 
up into several sequences right out of 
James Cameron’s pulse-pounding film. 
The best scenario is one in which the 
player monitors four patrols as they 
move along the catwalks underneath 
the planet's surface. By switching from 
monitor to monitor, the user can assist 
each of the patrols as they invariably 
run into the monsters of the game’s ti- 
tle. The game builds its tension similar 
to the movie, climaxing in a battle with 
the alien queen herself. 

Predator (Activision) is reminiscent of 
another film adaptation, Platoon, only 
here, in addition to fighting human ene- 
mies, there’s an alien big-game hunter on 
the prowl to be dealt with. The game uses 
Standard side perspective and arms the 
player-character with assault rifles, 
grenades and flame throwers, all of which 
will seem fairly feeble when face-to-face 
with the Predator himself! 


Vionsters, Monsters and 
Viore lVionsters! 
There’s no question about it, people 
like monsters and other scary things—so 
long as they remain part of the fictional 
universe. As the audio-visual capabilities 
of home computers and video-game sys- __ 
tems increase, it seems inevitable that © 
horror will become an even bigger part of 
the software universe. 
So brew up that hot chocolate, stoke 
up the fireplace and boot up the electronic 
game system, because the computer 


may well be the “shock theater” of the 
next decade. £ 
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: @ Breakthrough animation © Digitized sound effects 
_ @ Original music @ A cartoon on a disk! 


Visit your retailer. To purchase by mail, send your credit card number and expiration date, or send a check or money order to Mindscape Inc., P.O. Box 1167, Northbrook, IL 60065. Amiga™ and Atari? ST™: $49.95; IBM’, 
Tandy’: $44.95. Please add $3.00 handling and allow 3-5 weeks for delivery. Lawyers like this part: Copyright © 1989 Gray Matter. Fiendish Freddy's Big Top O' Fun is a trademark of Gray Matter. Amiga is a trademark of 
Commodore-Amiga, Inc. Atari is a registered trademark and ST is a trademark of Atari Corp. IBM is a registered trademark of International Business Machines Corp. Tandy is a registered trademark of Tandy Corp. All rights reserved. — 
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Get your adrenaline pumping — you’re going 
to need it when you take to the skies. Because 
ou’re not going to believe what's up there! 
ou supply the guts, the skill and the reflexes — 
the F-14 Thunder Cat will supply the mach 2+ 
speeds and the state of the art Battle computer. 
To evade enemy fire, you must execute diffi- 
cult maneuvers including a 360° barrel roll. 
Getting by the Flying Fortresses isn’t a simple 
matter — but if you succeed there’s a fuel tanker 
to dock with. It will replenish energy and ammo. 
Ok, jet jockey. Show us your true colors. Are 
you an ace, the top card in the deck? 


By day, you are Jo Mushapi, an ordinary 
martial arts instructor. But in crisis, you are 
capable of extra-ordinary feats. Ninja Mastery, 
Might and Magic! 

ou become a walking, breathing force-field! 
You can reach inside and unleash the 

owertul synergy of nerve, muscle and spirit. 
Behind every corner of the suprising world of 
Shinobi, danger lurks. 

In the caverns of the ain everywhere — 
enemy leaders roam. Find them. Find their 
weaknesses. Rescue the hostages. Outmanev- 
i ver the attackers. Fend off thugs and mongos 

' , with your Ninja Star. Defeat the evil Ring of 
Five. Destroy the evil helicopter! 
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DISTRIBUTED BY 


M I N D S$ C A _P_E 


Visit your retailer or call 1-312-480-7667 for VISA and MASTERCARD orders. To purchase by mail, send your card number and expiration date, check or money order for 
$34.95 (C64 & C128), $39.95 (IBM), and $49.95 (Amiga and Atan ST), plus $3.00 handling to Mindscape, Inc., P.O. Box 1167, Northbrook, IL 60065. Allow 3-5 weeks for 
delivery. ©Copyright 1989 Mindscape, Inc. Mindscape is a trademark of Mindscape, Inc. Copyright ©1989 Sega Enterprises, Ltd. This game has been manufactured under 
MINOSCAPE INC license from Sega Enterprises, Ltd. Japan. AfterBumer and Shinobi are trademarks of Sega Enterprises, Ltd. Commodore 64 and Commodore 128 are registered trademarks 
——S of Commodore Electronics, Ltd. Atari is a registered trademark, and ST, 520ST, and Yo40st are trademarks of Atari Corporation. Amiga is a registered trademark of 
Commodore Amiga, Inc. IBM is a registered trademark of IBM Corporation. 
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by Andy Eddy 
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ok winding passages, tunnels, ice sections and | 


‘hen | was younger, | had a ow “ 

called a labyrinth. This game of = ts” 

dexterity had two knobs, each » BES a 
one tilting the top level of the wooden BRR SEO ee eae 
in a direction—left/right and forward/back. To Be ee 
begin the game, a marble would be placed at 


the location labeled Start. The object of the 
game was to ever so slightly turn the knobs — 
so that the marble would follow the path that — 
_ was painted on the surface of the labyrinth. - | 
This in itself was hard pein but making 
the contest even more challe ging were the 
_~holes that lined the pathway; aig ina hole 
_ would: end your game. 1 


Now that video games have replaced the ae ate 


bulky games of the past, youcancompetein ss 
~a similar manner ona TVor monitor. And one . 
of the older arcade classics, Marble Madness, — 
_ puts the labyrinthian concept into a cai 
~ for the NES (Milton Bradley) and on disk for 
C84, Apple IGS, IBM PC, Amiga and Atari — 
ST computers (Electronic Arts). Though i it 
replaces the knob control with simple joystick — 


or control-pad manipulation, MM is enhanced — Beg 


_ with a series of enemy creatures that no lab- 

~ yrinth could ever contain. (This strategy guide 

uses the Milton Bradley/NES- version as a 

reference, but computer players c can use these 

hints to help them get through ‘any version 
of MM) 

The object in 1 this game. is to quide: your 

_ marble over six terrains, each containing 


_ other hazards. In fact, when you get to Level Lae 
5, which is called the silly race, your control Rigs is 
is turned all backward—what’ seiiphill 
becomes downhill, and there's even GO PAE Oo 
~ the puzzle where enemies ‘help you. Getting te Saree: 
~ through all six mazes is extremely difficult, =» 
one homeo control over your Saget d 
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2 on, any leftover tim 
be added to your next race. Here, on the 
other hand, there is is . 


Hazard List | 


e Black Steely This righty solished 4 frost 


cruises a section of the maze trying to knock 


off any competition that comes its way. You 


. can, in turn, try to knock it off the edge or — 
shatter it by running into it, but the best 
Strategy is to save time and steer clear of it. _ 


¢ Bumpers—these nasties also appear only 
on Level 4, but you can easily take another 
path to bypass them totally (the best choice). 
lf you do come across them, they either halt 
your progress like a wall or, if you end up on 
top of them when they pop out of the surface, 
fling you in the air backwards. 


® ios Thies vacuums s line your Race 
4 path. If you are too slow, they will, piece 
by piece, suck you off the surface of the 
pathway. If you are reckless about your marble 
movement, you'll run into one of the vacuums, 
causing your ball to become dazed. Once you 
practice you'll have no trouble maneuvering 
around them. 


This is very ‘ian to complete, but. 
you can take your time here to practice 
your control. After this race, from Race 


1e on the clock will 


tush to finish. 


Thanet an space here 
to test the effects of your “A” button, 
Which turbocharges ‘your marble. 
Practice precision cornering, | because it SS 
will: come i in handy later on. _ > sig ag eG 


i tne here and on the left tide 
correspond to bonus points. If you | 
launch your marble, using the “A” button 
for speed, you can fly over the canyon 
and add between 3,000 and 6,000 points _ 
to your score. What you have to be 
careful of is not falling off the edge— 
you finish the game, you will be 
penalized for each time —_ ball ~~ 
in a chasm. — - 


a 


e Mage Wand—This is a idk bonus 
that crops up and gives you ten extra sec- 
onds on your timer. If you can get one of these 
during a run, you ‘ll be much better off. 


a he iPudiés As you can imagine, acid 
is hazardous to your marble, dissolving it in 
an instant. What makes it even. harder i is that — 
the little pools move around on i 


of the maze 
dangers. 


e i onions Yor ll come ‘upon these wildly 
swinging tools only once in the game, but they w 


are hard to get past safely. They pop out of _ take, — up your chan If they hit you, 
the surface of the maze and usually result in 


your marble will turn into — a are of 
your ball getting bopped off the edge. fragments. : : - 
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Maze 2— Beginner Race 
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Your first challenge here is the Black 
Steely. You can try to smash him or 
knock him off the edge, for a bonus 

between 1,000 and 10,000 points, but it's 

difficult and not worth the time. Cruise 

_ past him because you'll need the time 
for later levels. 


If you go as fast as possible here, you ~ 
can actually roll out of the screen. Don't - 
worry, though, because you'll be held up 
by the first meeting with the worms. If | 
you keep moving, you'll be safe from 


This drawbridge goes up and down 
them. | 


every few seconds. Don't rush over it, 
and you won't go out of control. 


While it looks like an easier path, it's 
_ best not to go this way because of the 
bumpy, uneven path after the tunnel. 


_@ Marble Munchers—tThese little green 
worms are the most frequently seen creatures 

- you'll come across in MM. They are strong 
_ beasts with a placement so firm that if you 
run into them, they'll daze your marble. The 
real danger from these slithering enemies Is 
the powerful leaps they occasionally take. If 
one lands on your globe, the worm will 
swallow it whole. 


As you're going through the tunnel, 
put on the brakes and you end up on 
the first square outside. If you go full 
speed along that first row of squares, 
you'll be safe over the ice. If you deviate 
from this path, you'll likely get taken for 
a ride and end up in that hole on the 
other side. 
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-@ /ce—In many video games, ice is put on 
the path to mess up your control; MM is no 
different. When you hit ice, you'd better be 

— pointed in the right direction or else you'll spin 
off out of control. 
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Don't go too quickly through 

section, or you'll bounce out of 
_ from wall to wall. You can get throu ig 
this quickly if you anticipate your turn 


just before you need to make them 


_——_ Here's another meeting with a worm. 
Even more trouble is the corner at the 


bottom of the downhill, = 


puddles are only a slight 
u take a straight line from . 
getting through without 


fot that easy to get throug on 
- yourself at the entrance of the shortcut, 

_ then wait until a wave passes. If you = 
get behind it and take a quick turn at 
the end, you'll only need to take two 
_ More turns to be at the goal. (No, you = 


a ake he ren pak) 


can take the roundabout path, but 
iills and turns will slow you . 


hammers don't hit you. When you get 


the edge of the path as possible so the 
to the other side, it's clear sailing. 


Here are the nasty hammers. To get 
by them, you'll have to be as close to 


| AYYYY) 
Ay 


any | "ae ff ie, r 
4% Sasivvivene 
Coeees iy : ae 
Le, ween Wt VAN aii Wy 
ANSE) , S55 00am | \ 
ANN Xi 4 


) 4} 
v ¢, oy $4 
OO \ +0: 
y e, #00 os +9: 
Ee a 
é KX) w 


RX! A 
\ 

‘ ¢ 
A 
ANN 
AW 
A 
oe Vy 
AA 
Py ae XN 
oa OW 
vw 


: V5 : ie = 


y 4 Re AD 
A XX Se ito, ReooAN 4.0 
yi Lei basic SOB anes g ahammar Ait gan SMMamamat ca fleet 
: WER er Gow. gilanmar Wit (hk) 
UMA X is 1 707 ig Qe) hae, 
ra NX Ning, i x2 ee RN \ ern Xe KAN 
OX) sr a ing) NX ome KY 
\ ie AANA ni AN Sits MA t, Af een Ny Give % Ay yy = & 
UX XOX) 1M aati XXX Wal Wefcfomenim« \\ Tormek Noeipind “SI AIRY a 
Lame XX CX KX AX Seas C0000 00 ae, : AAS > ny 
, YOR) AR XL) cee AX ok AO 
¥ XX dams X Malia XX Sess Pek a XK AX X nema? X mak gas 
X XIN XH esr paabonn XX) emer —AX)4XX) ‘i 
x WIE) ee Be XX ferememens AX) XY 
(Y\ TY ama" RR kX) on XK ret 
a TX) See ee — NN 
60% My, Qe x) 


‘ee 


HiT 

Ls iP STH 
3 fe 8 he a8 5 
: ee i sizizi, 
E p58 £28 2gc.28 
; hi rf ei, 
: ~ 2S gees 9x2 
i Ht *3e rSESEEES 


1989 


VG&CE W NOVEMBER V 


This area contains lots of birds ——— 


crossing your path. Roll your marble 
Se St eet te mS conte 


When you get to this area, you'll see \ 
__ Some enemy creatures, but don't avoid = 
___ them. If you run over each one, you'll = => 


get a three-second bonus. = 


Maze 5—Silly Race 


Before the race starts, you'll see one 
important line: “Everything you know is 
wrong.” For example, when you hit the 
first uphills, you'll find that they act like 
downhills. To save a few seconds at the 
start, go to the left because you'll be 


lined up perfectly. 
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This small downhill—well, uphill—is 
hard to get by unless you have a good 
amount of speed built up. If you have 
to, you can drop off the side of the ramp. 


These paths are difficult to negotiate. | 
Take your time, and remember that up 
is down and down is up. 


This chute will take you up to the 
next level, but I've never seen the ball 
end up on the right-side path. | 
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Undeveloped Hex 


+Fast -Slow Volume Info Quit 
Next Show Move Camp 


Strategic map showing a knight 
scouting the road to Paritan. 


+ -Slow 
dotune Autom’ 


Tactical map showing an assault 
on the fortified city of Marinia. 
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#Fast -Slow 
Hex Next Volume Autom 


Deadly combat between your 
forces and a dragon. 


GO HEAD-TO-HEAD, 
WIRELESS! 


With The Nintendo Double Playe 


™ 


+ on 


Playing games on the Nintendo Entertainment System” will never be the same 
with Acclaim’s new DOUBLE PLAYER™ System—the two player set of wire- 
less controllers that really gives you and a friend the power to move when 
playing your favorite video games — especially games with head-to-head, 
2-player action! 

Officially approved by Nintendo, the DOUBLE PLAYER™ System scores 
BIG with score-raising features like twin turbo rapid-fire, slow-motion, and 
pin-point accuracy from up to 30’ away. Get the winning edge. 

THE HEAD-TO-HEAD WIRELESS winning edge! 


Licensed by Nintendo 
for use 2 with the 


ENTERTAINMENT a : | 
SYSTEM * enterrainmenth ine 


Masters of the Game" 


Double Player,“ Masters Of The Game™ and Acclaim™ are trademarks of Acclaim Entertainment, Inc. Hulk Hogan™ is a trademark of the Marvel Comics Group, licensed exclusively to TitanSports, Inc. All other wrestlers’ names and character 
likenesses are trademarks of TitanSports, Inc. © 1988 TitanSports, Inc. Nintendo* and Nintendo Entertainment System* are trademarks of Nintendo of America, Inc. © 1989 Acclaim Entertainment, Inc 
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GET 

THE 
‘POWER 
O MOVE 


with the 
CCLAIM REMOTE! 


¥ 


Acclaim’s Wireless Remote “ 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo® games. 
With no wires to tie you down, you 
can roll and tumble through your * 
greatest adventures. It’s accurate * 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It eyen looks 
and feels like the Nintendo® controller 
you already know. And the Acclaim 
Remote carries the Nintendo® Quality 
Assurance Seal. Now nothing gets 
between you and the action! 


@ntertainment- inc 


; Aasters of the Game “ : - 


se Controller” * are trademarks of Acclaim Entertainment, Inc. 
| larks of Nintendo of America Inc. © 1989 Acclaim Entertainment, Inc. 
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There’s no match 
restleMania. 


Ou've always dreamed of being 
maogan.” Or one 


nds or the 
ier. Up to six 
ne ring and 
stleMania®.. 


Look for our Wrestlemania® 
Nintendo® and Hand-Held games. 


entertainment inc 
Masters of the Game’ 


pderation® and WrestieMania® are registered trademarks of TitanSports, 


41988 TitanSports, Inc. All rights reserved. Nintendo® and Nintendo 
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THE BEST OF SUPER CHESS 


0 game has been computerized 
more often. | make this state- 
ment while sitting in a room 
stuffed with karate contests, 
4 flight simulators and baseball 

games. But even those three often-replicated 
entertainments can't hold a candle to the big- 
gest strategic entertainment of them all, the 
game of games, the world’s most played, most 
enduring, most widely known contest. 

The history of chess lies in antiquity, and 
its fame has spread to literally every nation 
on earth. No wonder, then, that this is the 
contest most often programmed for on-screen 
play. Among the first games on early non- 
graphic, mainframe computers, it remains 
equally challenging to this day. 

The reasons are simple, often quoted and 
very logical. Chess programs are always in 
demand because chess players constantly 
search for suitable opponents at their own 
skill level. The reason programs are redone 
over and over, with more and more refine- 
ments, is that the computer chess opponent 
is not yet as good as it will be. Chess has 
not been “conquered” by the computer. Until 
the perfect chess program has been written, 
one that's victorious against a// comers, there 
will continue to be a steady stream of newer- 
and-better chess players. 

The new brainbuster programs offer pawn- 


by Joyce Worley 


pushers more than just a chance to get their 
socks knocked off. For most players, improve- 
ments in the computer's ability to win at top 
skill levels are fairly unimportant. Current 
state-of-the-art programs give a tussle to any- 
one less skilled than a master. It’s the fea- 
tures, frills, special abilities, fancy extras and 
newly devised player options that keep even 
average chess players in the market for new 
software. 


MSON [ft tens Features 


Sargon IV 


The frills and special options are, in fact, 
the meat of the story in the current batch of 
big-name computer chess programs: Each of 
the top programs plays a mean game of chess. 
Each one claims victory over the others, in 
one competition or another. The excellence 
of the computer opponents is unquestioned; 
state-of-the-art chess has crossed the thresh- 


old into master level. The important differ- 
ences in the programs, for anyone but a 
grandmaster, are those features that actually 
improve the player's performance through 
computer tutoring, make playing easier and 
feature a more attractive screen. 


Sargon Still A Winner 

Sargon IV (Spinnaker for IBM PC and 
Macintosh), written by Dan & Kathe Sprack- 
len, is a masterful new edition of the classic 
program that dominated computer-chess cir- 
cles for most of this decade. The Spracklens 
continue to refine their chess problem-solving 
tree with each new Sargon. The current game 
combines strong algorithms with outstanding 
3-D graphics, a complete range of player op- 
tions and tutorial and hint functions. 

Sargon IV has 16 levels of play, including 
a special novice setting for new or low-skilled 
chess players. Help (in the form of hints) and 
tutorials are online for easy access, and the 
chess clock for timed tournament Is on-screen 
unless the player turns off the option. 

Moves are entered with mouse or keyboard 
control. Sargon IV has a library of 150,000 
moves and will analyze chess problems and 
games, give hints, change sides or act as ref- 
eree. In addition, there are over 100 histori- 
cal chess games online to study or replay, and 
Sargon IV will analyze each move as it’s en- 
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tered. A note-taking option even lets the play- 
er make his own annotations. 

Sargon IV has all of the player conveniences 
and enhancements customary to big-name 
programs. Chess players can take back moves, 
change sides or rotate the board. Games can 
be saved and/or printed. Among the many 
player skill options are time-based levels, 
which control the time Sargon /V thinks for 
each move; countdown levels to limit the time 
of a game; and fixed-depth levels that restrict 
how deeply Sargon /V thinks about a move. 
An easy-play option weakens Sargon IV at 
every skill level by blocking the robot oppo- 
nent from thinking during the time the hu- 
man player makes moves. 

The graphics are outstanding. The Macin- 
tosh offers both color and black-and-white 
modes, and the IBM PC version supports EGA 
and VGA. The standard overhead, two- 
dimensional view of the contest contrasts 
with an alternate three-dimensional view that 
takes every advantage of the computer's 
graphic capability. Several designer chess sets 
are included on disk from which the player 
can choose. Better still, the Macintosh ver- 
sion has a piece sculptor to make customized 
sets. This special function provides the gamer 
with plain chess pieces to be altered or com- 
pletely redrawn, bit-map fashion. Invert and 
color-change options wed with the cut-and- 
paste functions to make it easy to complete 
all the needed pieces. This is an extremely 
attractive feature that adds still more depth 
to a great chess program. 


Chessmaster 2100 (Software Toolworks for 
Amiga, Apple II, Apple IIGS, Commodore 64 
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and IBM PC) is the successor to Chessmaster 
2000, a program that took the chess world 
by storm when it was released. The new edi- 
tion beefs up the earlier version with still 
more player helps, even nicer graphics and 
more levels of play. 

Chessmaster 2100's extended levels range 
from newcomer to grandmaster, so that the 
gamer can now select the time per move, time 
per game, moves per minute, minutes per 
game or tournament time controls. Regard- 
less of the level selected, the player can tog- 
gle on an easier mode. A special teaching 


mode displays all legal moves and spotlights 
all pieces threatened by capture. Hints and 
tutorials are online, along with an opening- 
move library of over 150,000 positions. A clas- 
sic games library is also online for replay or 
analysis, and the Chessmaster will also set 
up special chess problems or solve any situ- 
ations keyed in by the computerist. 

All standard player options are included in 
this state-of-the-art program. The chess play- 
er can take back or replay moves, change 
sides at any time, save or print games, replay 
a game with Chessmaster's instant analysis 
or have the computer play both sides. The 
gamer can also rotate the board in 90° steps 
to see the pieces from every side. 

The graphics are splendid, with three differ- 
ent board views available. The two- 
dimensional overhead view features well- 
articulated drawings of the chess pieces in- 
stead of the standard flat view. The three- 
dimensional board is tilted at an angle that 
keeps each piece fully visible. A third screen, 
called the war room, displays the board, move 
list, all captured pieces, the chess clocks and 
the thinking window simultaneously. The IBM 
PC version supports CGA, Hercules, EGA and 
VGA graphics, and the Macintosh version 
uses every Mac convenience available, includ- 
ing pull-down menus and hint boxes. 

Moves can be entered by keyboard using 
standard chess notations or by joystick, 
mouse or keyboard control of the on-screen 
cursor using click-and-drag technology. When 
the chessmaster makes his moves, the chess 


pieces take a picturesque slide from the start- 
ing square to their destination, unless the 
piece-slide option is in the off position; this 
time-saving option just pops pieces into their 
new spots. Beginners can get a full explana- 
tion of illegal moves and suggestions about 
how to improve their game. 

Special features add sparkle to this already 
outstanding chess program. Chessmaster 2100 
now speaks; built-in voice capability lets it an- 
nounce moves. The robot player barks out 
“Gotcha” each time it captures a man and ac- 
knowledges its loss each time the player 
takes one of its pieces. The special sound 
function has four settings: silent play, a sin- 
gle bell tone for each move, musical cues to 
signal every situation or voice announcements 
of all interesting events. 

Artistic pawn-pushers can create their own 
pieces /f they have Electronic Arts Deluxe 
Paint Ii. There is no actual piece-molding elec- 
tronic factory on board, but the manual con- 
tains complete instructions for creating a new 
chess set and transferring it to the program. 
This is not quite as convenient as the Sargon 
IV piece maker. However, working with the 
art program permits the chess-artist to actu- 
ally draw (or paint) the pieces, rather than us- 
ing the bit-map feature, so the results might 
be even more impressive, if more difficult to 
attain. 

Chessmaster 2100 is an unbelievably good 
chess program, and the robot opponent pro- 
vides a tough game: It’s rated 2325 (master 
level) by the U.S. Chess Federation. Chess- 
master has been sculpted and refined at both 
ends of the player-skill spectrum. The cur- 
rent program is much stronger, with many 
more player options than its predecessor. 
However, perhaps even more important for 


most players, it is also easier. Not only the 
highest levels have grown stronger, but the 
novice level has been made simpler to master. 


Colossus Chess X was written in Europe 
by Martin Bryant and is scheduled for publi- 
cation this year in America by Artworx (Ami- 
ga, Atari ST and IBM PC). This is the tenth 
edition of a program that’s dominated Euro- 
pean computer-chess groups for years, much 
as Sargon once ruled America. Earlier ver- 
sions of the program which found their way 
to the U.S. were attractive and competitive 
with all but the very top American chess 
games. This latest incarnation of the Con- 


tinental Champion brings Colossus Chess 
much nearer to state of the art. 

Like the American pair of super programs, 
Colossus understands all the rules of chess 
and offers a large slate of player options, in- 
cluding a few not found on any other program. 
One of these is languages. The player chooses 
to communicate with Colossus in English, 
French, German, Italian and Spanish, then 
receives all messages in that jargon. 

Colossus is controlled by mouse, arrow 
keys or keyboard-entered algebraic notation. 
The on-screen pointer is shaped like a hand, 
the color of which changes to indicate the 
player's turn. Options are chosen from pull- 
down menus. Colossus plays at several skill 
levels and, depending on the amount of think- 
ing time the robot chess player is permitted, 
directs both sides of a game or supervises 
a contest between two humans. The program 
also solves chess problems, self-mates and 
help mates. It contains an opening book of 
over 11,000 records, as well as a library of 
classic chess games and problems. 

The graphics may not be quite up to the 
level of Sargon IV or Chessmaster 2100, but 
they are nonetheless quite respectable. An in- 
formation screen presents all the past moves, 
player name(s), chess clocks and an expla- 
nation of Colossus’ thought processes. The 
main screen features an angled 3-D board that 
can be reoriented for viewing from any van- 
tage. Four chess sets are on disk: the Stan- 
dard Staunton set, Futuristica (robots and ray 
guns), Medieval (knights in armor) and Oriental 
(shoguns and geishas). 

The most interesting feature in Colossus 
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LUCASFILM ON THE ART AND SCIENCE OF ENTERTAINMENT 


RSONAL. 


THE BATTLE OF BRITAIN. UP CLOSE ‘vam PE 


One pilot described a World War II How's That Again? breathe easier tomor- 
dogfight “like being on the inside of a Want to show your SS row. Who knows— 
beehive.” And that’s just what it feels like to friends how you erased that you might even change 
play Their Finest Hour: Flying Pencil with history. And if you dont like 
The Battle of Britain.” fancy deflection shooting? the odds, Their Finest Hour 
The new air combat sim- Their Finest Hour lets you lets you change sides. 
ulator from Lucasfilm save your proudest com- - 
Games that’s keeping sim- bat performances to disk. [UC ASF ILIV ) 
ulation buffs and action And relive them in real AMES 
gamers alike on the edge | . time, fast forward, or a 
of their seats. A Luftwaffe gunner position is the frame by frame. ; | ume S 

Their Finest Hour quickest way to get acquainted with J} | ae 
includes all the acclaimed a viola — Look At Life | | : 
features of our Battle- 13s : = From H | 
hawks, 1942, Pha few Both Sides Now. jf 

; Take on the Luft- 
The Realism Is Unreal. waffe in a tough little 

From the moment RAF Hurricane or fabled 
you pull back on the throt- Spitfire. Or test your 
tle, Their Finest Hour Pasian fcnseetin sequences. __ Skills at the controls of 
grips you with near- from any angle, even from the nose the Spitfire’s nemesis, 
photographic realism of ofa bomb! the formidable Messer- 
aircraft, smoke, terrain, and flying debris. schmitt 109. Pulverize ground installa- 

To really get your tions from your Messerschmitt 110 

adrenalin pump- fighter/bomber or your screaming 

ing, we've added Stuka. Or fly as pilot, bombardier 

a cacophony of or gunner in a Junkers 88, Dornier 
roaring engines, Flying Pencil, or Heinkel Spade. 

chattering machine Your success in each mission 

guns, and thundering impacts the next one: knock out a 

explosions. radar installation today, and you'll 


IBM screens shown. Available for IBM (includes AdLib™ sound card support), Amiga, and Atari ST. 

TM and © 1989 Lucasfilm Ltd. All rights reserved. Lucasfilm Games, and Their Finest Hour: The Battle of Britain are trademarks of 
Lucasfilm Ltd. IBM is a trademark of International Business Machines, Inc. Commodore 64 is a trademark of Commodore Electronics, 
Ltd. Amiga is a trademark of Commodore/Amiga Inc. Atari and ST are trademarks of Atari Corp. AdLib is a trademark of AdLib, Inc. 
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Chess X is its ability to learn new lines of play. 
As Colossus plays more games, its memory 
absorbs the new situations so the robot player 
actually becomes tougher to beat. 

Colossus Chess X is unfinished at the time 
of this writing, so it is hard to know what 
impact it will have on American computer 
chess. It seems unlikely to match the two 
master programs previously discussed, but It 
does offer a lot for its price. 


Eagle Tree Software's Distant Armies, a 
Playing History of Chess (Amiga, IBM PC un- 
der development) took its inspiration from 
H.J.R. Murray’s 1913 book, A History of Chess. 
Like that early text, the program is a remem- 
brance of the evolution of chess. Many vari- 
ations have come and gone in the past, before 
the contest stabilized to its current state. 

Distant Armies contains computer versions 
of ten of these antiques. Each includes a his- 
tory of the variant, its rules and moves and 
a help feature. Every game has its own board 
and pieces, and these can be recolored to suit 
your taste. All except the Chinese game have 
two views, a 2-D and a 3-D image. (The Chi- 
nese game has no 3-D view because of the 
complexity of the symbols on the pieces.) The 
sound variations permit tones for each event 
or computer narration by voice. 

Like most computer chess programs, the 
robot player will monitor two humans, play 
against itself or play against the computerist. 
The player can switch sides, set the difficul- 
ty level and get hints. The computer will also 
indicate any pieces in danger and show all 
legal moves. Games can be saved or printed 
out in algebraic notation. 

The ten games are:Chaturanga, played in 
India in the seventh century; Burmese Chess, 
a variant of the Indian game; Chinese Chess, 
played on a 9x10 board that is divided by a 
river; Shatranj, Islamic chess which uses no 
images of living things; Byzantine Chess, 
played on a round board; Medieval Chess, a 
modernization of Islamic chess; Courier, Ger- 
man chess played on a 12x8 board; Turkish 
Chess, another variant on Islamic style; Dec- 


imal Chess, played on a 10x10 board; and Los 
Alamos Chess (one of the first computerized 
chess programs), played on a 6x6 board that 
contains all the modern pieces except for the 
bishops. 

Distant Armies definitely should not replace 
one of the mainstream chess programs in any 
gamer'’s library. But it is an extremely interest- 
ing collection of chess variants with a lot of 
built-in history. Anyone who loves the clas- 
sic game should find these distant kin to be 
as interesting as kissing cousins once you get 
to know them. 


Interplay Production’s Battle Chess is an in- 
novative entertainment for chess enthusiasts. 
Brian Fargo’s award-winning game takes 
chess backward over a thousand years to turn 
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Your move? 


the cerebral contest into an action display in 
which the conflicts are not imaginary at all. 
Instead, when knight meets pawn, when 
queen faces bishop, when each piece comes 
into contact with any other, the battle turns 
into a realistic conflict that leaves only one 
survivor on-screen. 

Battle Chess plays exactly like regular 
chess. When the player points an on-screen 
Cursor at a piece and clicks the mouse, the 
square it occupies turns color. The piece then 
moves to the square indicated by the point- 
ing cursor. This produces a delightful anima- 
tion of that piece traveling to the indicated 
position. Each exhibits great individuality: 
knights swagger and strut, the queen swish- 
es and every other piece has a characteristic 
style of movement. 

When a piece is moved to an already oc- 
Cupied square, the scene switches away from 
the familiar board of squares to a battlefield. 


Here, an animated skirmish takes place. The 
gamer has no control over this contest; the 
outcome of the battle depends on the strength 
of the piece (as per the regular rules of chess). 
However, the face-offs between the battling 
chess pieces are intriguing and picturesque. 
This is a real showboat of a computer prod- 
uct and should really amaze your noncomput- 
ing friends. 

As a modern chess program, Battle Chess 
has many player options, including nine skill 
levels for the robot opponent. One of its 
unique features is a modem option, so two 
computerists can play via telecommunication 
hookups. But the real appeal here is not the 
strength of the algorithms or rating of the 
computer opponent. This visual treat adds an 
entirely new dimension to a classic contest 
by depicting the battles between the warring 
armies. 


Muy move b4d2 


This year, chess players have the finest 
chess programs ever devised available to 
them. Although the ones discussed here range 
widely in style and graphic treatments, they 
all offer a great deal of entertainment. And 
each is, in its own way, the best chess com- 
petition that money can buy. a 
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NET-SPY GROUNDS OF THE SIGHTS AND SOUNDS OF VIETNAM. NET-FES 
NET-PLA . $44.99 
. MILON’S SEC CASTLE BOMBERMA 
PRINCESS LEILANI WAS KIDNAPPED BY THE EVIL THE EVIL WARLORD AND HIS DEMONS ATTACK THE PEOPLE OF A ROBOT ENGAGED iN THE PRODUCTION OF BOMBS IN AN UNDER- NET -DINO $44.99 
TAKEN TO ADVENTURE ISLAND. LAND H OUT WEAPONS OR HUDSON AND OF THEIR MUSICAL I _ QUEEN GROUND COMPOUND AT THE CENTER OF EARTH. ANY ROBOT 
OD. THE ISLAND 1S TH WITH TROPICAL FOREST MOUNTAINS, AND ELIZA 1S CAPTURED DEEP INSIDE THE SECRET CASTLE. SAVE THE ESCAPING FROM THE CENTER OF THE EARTH'S SURFACE WILE ——at 
CAVES, HIDDEN ARE YOUR SURVIVAS TOOLS. FIND THEM TO FIGHT THE QUEEN AND GET THE MISE OL THe CSTE BECOME HUMAN. RLERTED TO HOE BETRAYAL, ENE oon nnt entt 
Evil WITCH DOCTOR'S KILERS. HE Yas SET LOTS OF TRAPS FOR YOU HAS MANY DEMONS & SECT EEN ELA We SE ARACTERS WERE SENT OUT IN PURSE’ BOMBERMAN CW" yeu 
. HIDDEN HELPFUL TOOLS. SOLVE TH PUZZLE IN EACH ROOM ONLY RELY ON BOMBS OF HIS OWN PRODUCTION FOR HIS y 
BEFORE YOU CAN FACE HIM ONE ON ONE... AND DESTROY EACH OF 7 DEMON-MO DEFENSE! WILL HE MAKE IT TO THE SURFACE! | 
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HYDLIDE 
G0, THERE UNED A LOVELY PRINCE'S MARGARITA. 
KEN CASTLE VOWED TO MAKE 


ME THEIR \DENTITIES, HAS KILLED THE KING AND CA 
U EXODUS 0) IRIES & LET ULE 
RST ST OM. LISH SLAVES TO CAPTURE 
Hi HEI OF THE HUNDRED ROOMS. 
T ER! TRAVEL THROUGH 100 


PUT TOGETHER A SWAT TEAM O ASSU 
NS AND MAGIC — CONQUER THE EVIL 


1) HAUNTED vOUse wi BL OODTHIRSTY CREATURES AND 106 
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NEC 


lurboBooster™ Audio-Video Enhancer 
Working with your stereo TV 
or mono TV and stereo audio 


equipment, TurboBooster’s special 
Whe re pre-amp function gives your 
game full stereo sound and 
sharper, clearer graphics through 


direct video input. 


the system 


lurboGrafx’-CD Game Interface and gets Its 


Compact Disc Player 


Brings CD sound and an even 


energy. 


higher level of gameplay to 

the TurboGrafx-16 system—with 
more characters, more levels, P 
The TurboGrafx"-16 system 


and more challenge. Also plays 


has many high-energy 


regular audio and the new 
CD graphics (CD + G) discs. 


components and accessories 
that not only let you 


enjoy an amazing level of 


lurbolap™ Multi-Controller Adapter 
Now up to five friends excitement now, but 


can play specially selected games also let you expand your 


at once. Compete in head- system in the future. 


to-head action or work together 


towards victory. lurboGrafx"-16 Entertainment 
SuperSystem 

The heart of the incredible 
TurboGrafx-16 system. With a 


custom 16-bit graphics processor 


Ck 
al 


Tons of Arcade-Quality Games. . 
that delivers an amazing 


3 512 colors, a CPU that's four 
lurboPad™ Controller SS 


Specially designed to help you 


So 
SS 
SS 2 
Ni 


~ 


Packed with high-energy ac- 


tion, our TurboChip™ game cards 


times faster and six stereo sound 
bring you some of the best arcade- 


generators. 


quality titles around. Adven- control the amazing energy 


ture games like The Legendary Axe™ of the TurboGrafx-16 system, it's 


Action games like Vigilante™ precise and fast, with three 


and China Warrior” levels of “turbo” fire. 
Racing games like hard- yNX 
driving Victory Run* And, when “eee 
you're ready, you can even 
expand your system to play EF 2 


SN an OY 
TurboGrafx-CD games, for “ayy 


even more excitement—with TurboStick” High-Performance 


more characters and levels, Controller 


real voices, CD music, anima- Lets you aim better and move 


tion, and more. quicker than you thought possi- 
ble! Variable speed “turbo” fire 
gives you high-energy action—up 
to 16 shots per second. Or you 


can go into slow motion! 


™ 


© 1989 NEC Home Electronics (USA) Inc. 
Tod 6’ ia “hn ic" The higher energy video game system. 


“Victory Run’ “The Legendary Axe” “Vigilante” and “China Worrior” ore trademarks of NEC Home Electronics (USA) Inc. 
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he original MegaMan has been a long- 
running hit on the Nintendo. As a 


matter of fact, it’s still one of the top- 


selling games. It's no surprise then that 


MegaMan 2 should also jump quickly to the 
top of the best-seller list, what with every fan 
of the original eager to begin a new adventure. 
But can MegaMan 2 live up to its prede- 
cessor’s reputation? Or does this new entry 
fall prey to sequelitis? 

MegaMan lovers relax! I'm hapoy tt to report 
that although MegaMan 2 isn't quite as 
extravagant as the original, it's an excellent 


addition to your gamer’s library. 


In'the following article and maps, we'll give 
you a complete look at the first levels of 


MegaMan 2 and provide you with tips to help 


you past difficult areas in the game. For that 
reason, if you already own MegaMan 2, we 
Suggest you put off reading this article until 
you've had a chance to play. If you read on, 
many surprises may be spoiled for you. How- 
ever, you may, If you haven't yet purchased 
the game, feel free to use this article as an © 
extended review to help you decide whether 
MegaMan 2 interests you. 


The Strange Case of Dr. Willy: 
A Player’s Guide to MegaMan 2, Part 1 


In the Beginning 

MegaMan 2 is actually divided into two 
parts. This article will cover only the first six 
levels of the game, with the rest of the game 
being presented next month. 

In this month's portion of the game, you 
must defeat six of Dr. Wily’s cohorts: Clash 
Man, Heat Man, Metal Man, Air Man, Flash 


Man and Bubble Man. Each of these “bosses” 


has his own level, and you may choose to de- 
feat them in any order you like. Keep in mind, 
though, that whenever you defeat one of the 
bosses, you gain control of his weapon. These 
weapons may be used in other levels, many 
of them giving you an advantage in certain 
situations. Therefore, its wise to complete 
some levels before others. 

Also, there are three devices that will be 
awarded to you, one each for beating Heat 
Man, Air Man and Flash Man. These 
devices—the levitation platform, the jet sled 
and the elevator—will come in handy on some 
of the other levels. Without them, there are 
many prizes you won't be able to get, and, 
depending on your skill, perhaps even areas 
you won't be able to navigate. Even though 
you may defeat the bosses in any order you 
like, it's best to discover which weapons and 
items will serve you best at which levels. 


Keep Up Your Strength! 

When you defeat an enemy, he sometimes 
will drop a life-energy capsule, a weapon- 
energy capsule or a 1-Up. Except for the 1-Up, 
you'll find that you'll get many more energy 
capsules than you need. For this reason, 
there's no excuse for losing a life by running 
out of energy. When your energy is low, find 
a place with many easy-to-beat creatures and 


blast away, scooping up the energy capsules 
as they appear. There are few places in 
MegaMan 2 where you will have trouble 
getting energy when you need It. 

The same holds true for your weapons. All 
of the special weapons (the ones you receive 
by beating bosses) will eat up energy as you 
use them. Keep your weapons fully charged 
and ready to use. When a particular weapon 
starts running down, switch to your regular 
weapon and do some fighting. You'll find that 
the weapon-energy capsules are plentiful, 
indeed. 

If you keep an eye on your energy levels, 
about the only way you can lose a life is by 
falling off a platform or touching something 
deadly like energy beams or mines. So stay 
aware of your status! 


The “E” Capsules 

In various places throughout the levels that 
make up the first half of the game, you'll come 
across “E” capsules. These capsules are 
hidden throughout the game and, unlike the 
normal energy capsules, are never dropped 
by a defeated enemy. While the normal life- 
energy capsules, which come in a large and 
small form, will fill up your life energy only 
a limited amount, an “E” capsule will fill it 
to the maximum. 

The best thing about the “E” capsules is 
you don't have to use them right away like 
the other capsules. You can save them until 
you really need them. They're great to have 
when youre in a location in which the regular 
energy capsules are unavailable (for example, 
when fighting one of the bosses). 

However, because these capsules are so 
handy, you'll be tempted to overuse them. 


Then, when you really need one, they'll be 
gone. Let me tell you a little secret: With a 
little practice, you can beat every creature and 
boss in the first half of the game without 
resorting to the use of the “E” capsules. Dr. 
Wily’s fortress is where the “E” capsules will 
serve you best, so save up as many of them 
as you can. You'll be glad you did. 


Know Thy Enemy 

Most of the creatures in MegaMan 2 are 
easy to defeat (at least, that’s true in the first 
half of the game; Dr. Wily’s fortress, on the 
other hand, has some particularly nasty foes 
lying in wait for you). They are the most 
dangerous when you're jumping between 
platforms. Frequently, that’s when they'll 
attack, causing you to fall from the platform 
and lose a life. 

A few of the creatures—Atomic Chicken, 
Hot Dog, Lantern Fish and Lightning Lord, for 
example—present more of a challenge. Hints 
for defeating those creatures can be found on 
the following maps, in the locations where 
they appear in the game. But remember: First 
try to defeat them on your own. That's part 
of the fun. 


Simple But Addicting 

There's not much else to say about the first 
levels of MegaMan 2 (except, of course, 
what's marked on the maps that follow). It’s 
a simple game, requiring few tricks. With a 
couple of exceptions, most of the scenes in 
the first half of the game are straight arcade 
action. The real puzzles and challenges begin 
when you've defeated the eight bosses and 
are ready to take on Dr. Wily’s fortress. 

But we'll talk about that next month. 
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Don't get caught under a metal 
muncher! 


Most of the bosses are not too diffi- 
cult to defeat. 


Sooence eth eon, 
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The air tikis may seem like tough 
adversaries until you learn the trick. Wait 
until their homs go down, then run across 
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their heads and jump onto the floating spear ean sae This long and winding path is the only 
platform. As soon as you land on the After you destroy the walker, you must way to the ladder. Don't let the spinning 
platform, turn and shoot the gremlins that defeat its driver too. 


spools knock you down. 
will usually appear. If you don't shoot 


the gremlins right away, they will knock 
you off the platform. 


Here you'll find the lightning lords riding 
on their air chariots. You must shoot the 
lightning lord then hop onto the chariot. 
It will bring you part way toward the 
platform on the far right of this strip. But 
because the chariots travel in circles, 
you have to wait for another one to 
appear, defeat the lightning lord that's 
on it and then jump over to the new 
chariot. Some of the jumps require fast 
reflexes and careful timing. 


Here you'll drop down to the next strip. 


AIR MAN 2 As you run across this platform, flying 

_ : fish will drop eggs on you. If you're fast 
A enough, you can blast the eggs before The fan fiends send bursts of air that 
they hit the platform. If not, the eggs will blow you off the edge of a platform 
will burst into a flurry of feathers that if you don't keep moving forward. They 


must be shot singly. are easy to beat; a couple of shots will i Flying aera pea A rl Hee 
do it. Just remember to keep your mee ee ee, ye © ee eee 


direction pad = d to the right. off a platform when their eggs burst. 


These air tikis are much harder to tra- 
verse than the first ones, due to the 
gremlins that attack in packs. You must 
keep shooting the gremlins as fast as 
you can while you wait for the tiki‘s homs 
to go down. If you don't take your time 
and plan your jump, you'll almost certainly 


fall from the edge of a tiki and plummet Air Man, this level's goal, is easy to 
to your death. 


beat. Get as close to him as you can by 
jumping over his “tornados,” and blast 
him whenever he stops firing. This guy's 
a wimp! 


BUBBLE MAN 1 | : | BURL aks 2 


a Hn ot Woe etal The crabbots present no real problem. 
OR i ast We Rix = You might, however, land on top of them 
bean A a : ee (hae oe nae i _ when you fall from above. Steer your fall 
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The croakers aren't very tough, either, If you want to get across these 
but the longer you wait to blast them, platforms, you mustn't stop or slow down 
the more of their leaping “offspring” for even a split second. As soon as your 
you're going to have to deal with. feet hit the platform, jump to the next. 


If you hesitate, the platform will drop 


out from beneath you. An interesting fact about the crabbots: 


If you blast them with certain weapons, 
their shells will fly off before they are 
destroyed. Experiment and see what 
happens. 
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Jump carefully here. The enemy will 
quickly drop from above—and always at 
the worst time. It's easy to fall off the 


eet MAN 4 platforms. 
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Pay close attention to the direction 
the conveyor belts are moving. If you fall 
off, you'll lose a life. 


1 
Crash Man likes to follow your every When walking the opposite way on 
move. When he throws his bomb, jump moving conveyer belts, jumping forward 
over it. When you jump, he will too. Blast will help you progress more quickly. 
him while you're both in the air. It'll take 


a little while to get the rhythm right, but = A Mie te Moros gag 
once you have it, you'll hardly ever get nittin aT ~~, 
hit and will easily defeat Crash Man with CCU CEELEEEE TL aT 
even the weakest weapon. ( PEEP ESTES TEESE SES ETAL IEEE PORTER NRE MULATATE AES < i 
sit eee ibs £45 papa ibe eShild mii i 
METAL MAN 1 The metal munchers can cause serious 


damage when they fall. You'll have to 
sneak past them quickly while they're 
in their upright position. Unfortunately, 
the many moving conveyor belts make 
it tough to stay out of harm's way. 


— 


i& 


N~“ 
Because of the attacking flying fish, 


it's easy to get knocked off these ladders. 
As you climb, make sure you keep the 
arrow pad pressed upward. Then if you 
should fall, you'll grab the ladder again 
almost immediately. 
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Shooting at this hard hat from the top roll you down if you don't blast them first. 
of the ladder will do you no good. You 


must jump to the center platform to wake 
him up, then quickly jump back to the 
top of the ladder before he can knock 
you down. Once he gets closer, wait for 
his hat to go up, then blast him. 
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The mines that line the roof of this 
section will put a quick stop to your game 
if you touch them. Avoid them at all 
costs—not always easy to do. 


_BUGHLE MAN 2 


The secret to lis the lantern fish 
can be found in its name. Give up? The 
only place he’s vulnerable is the small 
light on top of his head. You need to hit 
that tiny target five or six times while 
at the same time battling the shrimp that 
keep coming from his mouth. 


Here's Bubble Man. To beat him, jump 
above his bubbles, and shoot him in the 
“air:’ (Actually, you're in water, which 
gives this battle a slow-motion feel.) 
Bubble Man is — easy to beat. 


If you lost a lot of life to the metal 
munchers, here's a good place to charge 
up. An infinite number of screws burrow 
their way through the floor and ceiling. 
Just stand back and blast them, scooping 
up energy capsules when they appear. 
If you're really lucky, you may get a free 


Perey naar Ca at Til 


oe yi F (a Cal cal cal 


To get this energy capsule, fall off the 
gears on top while holding the arrow 
pad to the left. As you fall past the 
opening, you'll curve in just enough to 
land on the ledge. Of course, then you 
need to make it across the wide gap. 
You'll probably need the jet sled. 
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fila through this section can be 
tricky. You must not jump too high or 
you'll hit the mines on the roof. There's 
no trick here; you have to learn how long 
to hold down the button when you jump. 


CRASH MAN 1 


This platform trail is a little trickier. 
You must ride for a longer period of time; 
which gives the spinning spools a better 
chance of knocking you down. Fire your 
weapon as fast as possible, to both the 
right and left, and you should be able 
to reach the ladder. 
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METAL MAN 2 
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To make it to the ladder here requires 
extremely tricky firing. The easiest way 
is to use your leaf shield (if you have 
it). Then the ride on the platform presents 
no problem at all. 
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Here you must hop on the platform, 
of course, and ride it up to the ladder. 
Keep firing at the spinning spools, or 
they'll knock you off and make you start 
again. 


Getting up these ladders can be dif- 
ficult, since there are so many spinning 
spools trying to knock you off. If you have 
the metal blade weapon from Metal Man, 
this would be a good place to use it, 
since it can fire in any direction. 


Metal Man's wild leaping about makes 
him a difficult target. Stay as close to 
him as possible, jump over his metal 
blades and fire as fast as you can. It may 
take a little practice, but you can beat 


him. / 
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HEAT MAN 1 
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Run and jump through this area non- 
stop, firing as you go, and the prop-tops 
will give you no trouble. 


HEAT MAN ° 


How are your jumping skills? You're 
going to need them to get past this lava 
flow. The lava means instant death— 
unless you're still blinking after taking 
a hit from one of the spinning spools. 
Then you're invincible for a short time. 


Getting over these walls requires 
careful timing. You must jump into the 
air so that a block materializes beneath 
you. The appearance and disappearance 
of the blocks follows a definite pattern. 
Once you leam that pattern, most of these 
obstacles will be easy to overcome. Also 
note that some of the walls can be 
blasted open with crash bombs. 


FLASH MAN 1 
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The ice floors of this maze will have 
you slipping and sliding. You'll need to 
have good control to keep from sliding 


into enemies. 


FLASH MAN 3 
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Keep in mind that bubble lead is 


If you're a skillful jumper, you might 
particularly effective against the walkers. 


be able to stay high above the walkers. 
But because the ice blocks are slippery, 
it's tough to retain your footing. 
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The hardest thing about this level is 
finding the quickest way to the exit. Some 
of the walls can be blasted with crash 
bombs, providing you with a more di- 
rect route to your destination. 
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Gather up as many energy capsules 
as you can, and try not to use them in 
the early rounds of the game. They will 
be especially handy when you attempt 
to take on Dr. Wily's spooky fortress. 
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a levitation platform. 
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Using the appearing and vanishing 
blocks here to get you across the lava 
is extremely difficult. Your best bet is 
the jet sled. 


FLASH MAN 2 = 


The safest passage down is the one 
on the right, but you can't go that way 
unless you have a supply of crash bombs 
to blow out the walls blocking your way. 


Flash Man is easy to defeat. Stay close 
to him and fire as fast as you can. 
Chances are good that you'll beat him 


with your first attempt. 
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Study the pattern in which the blocks 
appear and disappear, then jump your 
way to the ladder. If you're lazy, just use 


TH he @e. 


Once you get this far, you're close to 
your battle with Heat Man. Unfortunately, 


HET 


UE AS EERE 


as—es this walker can do some serious dam- 
=o— se = age to you if you're not careful. What- 
=—os ever you do, don't let him stomp on you. 
ans oe me a eo wh Fire on him from a distance, using bubble 


HEAT MAN 3 lead. 


Defeating Heat Man is easy once you 
realize that his Achilles heel is bubble 
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To Order Sega’s 16 Bit Genesis System Call 1-800-TOY-CLUB 


* Are You Tired Of Playing The Same Old NINTENDO® Games Or Buy One You Didn’t Like? 
* Tired Of Your Local Toy Store Always Sold Out Of Your Favorite Games? 
* Tired Of Just Paying Too Much For Games & Accessories ? 


THEN JOIN THE ULTIMATE GAME CLUB 
& SAVE UP TO 20% OFF EVERY NINTENDO® GAME & ACCESSORY! 


We Buy, Sell & Trade New & Used NINTENDO® Games, Sega & Atari. As A Member You Are Entitled To The Following: 


. We sell new & used Nintendo games at the lowest prices possible! . We offer Discount Prices on practically everything PLUS monthly 

. We buy your used Nintendo games at the highest price possible! specials on top of that! 

. We provide prompt efficient service with a 100% satisfaction . We have a toll free hotline for all new memberships & orders 
guarantee! 1-800-TOY-CLUB (1-800-869-2582) 9 AM-9PM EST! For people in CT 

. We test & clean all used games for maximum efficiency! or Canada and any questions you may have dial 1- 203-388-6366! 

. We provide the largest stock of any other mail order firm! . We accept MC, Visa, check or money order! 


. If we do not have the game you want in stock, we’ll reserve it for you . We'll also give you a free Club Membership Diploma & subscrip- 
& ship it to you as soon as we get it. We’ll even reserve new titles tion to our quarterly Newsletter, Hot New Catalog plus details on 
before they’re available! up & coming games. 


. For every 10 friends you get to join the club we’!! give you a Nintendo . You get all this for the low cost of $10! So Hurry! Membership is 
game of your choice Free! That’s right FREE! limited! 


The First 500 Members Get A Free Prize With Membership Worth Up To $100! 


TO JOIN OR ORDER ANYTHING IN THIS AD DIAL 1-800-TOY-CLUB 


Or Send Check or Money Order To: ULTIMATE GAME CLUB, 1491 Boston Post Rd., Old Saybrook, CT 06475 


Suncom Suncom 

Docking Bay 20™ Z-Bag Official Nintendo Carry Case Mother Ship™ 
Holds 20 Nintendo games List Price 29.99 Control Enhancer 
List Price Club Price 24.99 For use with Nintendo 
Club Price 


Entertainment System™ 
Turns Standard Controller 
into Joystick 

List Price 13.99 

Club Price 12.99 


How to Win at Nintendo 
Over 40 games reviewed 
in detail with secret 
codes unavailable in 
any other magazine. 
Supply is limited! 
List Price 3.95 
Ciub Price 2.95 


Kraft Deluxe 
Starmaster Joystick 
List Price 14.99 
o Club Price 12.99 

= 


Beeshu Jazz Stick 
List Price 29.99 
Club Price 25.99 

(see list next page for more 
Beeshu joysticks) 


Suncom 
Transporter 12™ 
List Price 6.99 Club Price 4.99 


Curtis Game Caddy 
List Price 5.99 Club Price 4.99 


Super Extendo Cables 
6' extension for controllers & light gun 
List Price 9.99 Club Price 8.99 


Happ Competitive 
Pro Joystick #500N 
List Price 14.99 


Suncom Club Price 12.99 


Docking Bay 10™ 
List Price 16.99 Club Price 14.99 


Suncom 

Transporter 4 
List Price 6.99 
Club Price 4.99 


Nintendo T-Shirts & Aladin Plastic Nintendo 


Sweatshirts Nintendo Cartridge Organizer : 
Zelda II, Super Mario Il, List Price 5.99 Club Price 4.99 at — 
Nintendo Logo, Super Also holds 18 Sega cartridges Club Price 8.99 
Mario Club & other de- : NINTENDO 
signs. Youth sizes 6-16 LIST CLUB 
Adult sizes S-M-L . 
Tees List Price 8.99 Club Price 7.99 lt ACCESSORIES —— la 
Sweats 19.99 — = Bandai Super Controller 6.99 5.99 
Holds control deck, Bandai Mega Controller 59.99 54.99 
zapper, 2  con- Camerica Gift Pax (2 Freedom Sticks) 129.99 119.99 
a es Camerica Freedom Pad 39.99 34.99 
holds complete Camerica Freedom Stick 69.99 62.99 
qs System — Camerica Supersonic Joystick 59.99 54.99 
aot ce Seon Camerica Video Blaster 2999 25.99 
Eclectic’s Pro Play Home Arcade 249.99 229.99 
Doc's Fix A Game 
(cleans all video game cartridges) 9.99 8.99 
Nintendo Beach Towels; Mario's Party, 
Mario's Beach, Mario & Luigi, Mario & Zelda 19.99 16.99 
Nintendo Slumberbag 36.99 32.99 
Nintendo Underwear 3/6.99 3/5.99 
Nintendo Suspenders 6.99 5.99 
Nintendo List Club Nintendo Belts 4.99 3.99 
Baseball Caps _ ben a a; ee cn il LUN Roll & Rocker 59.99 49.99 
es : esigns & assorted colors 
Cotton 5.99 4.99 Nintendo Cartridge Cabinet List Price 14.99 Tara Deluxe Game Pack 15 Game 
Corduroy 6.99 5.99 List Price 14.99 Club Price 10.99 Club Price 11.99 Carrycase 11.99 9.99 


© 1989 Ultimate Game Club. Nintendo® , Sega®, & Atari ®, are trademarks of Nintendo, Sega & Atari. Prices subject to change, we are not responsible for 
typographical errors. Call us if you are looking for other Sega games or accessories not found on this list. 


CIRCLE #143 ON READER SERVICE CARD. 


TO ORDER ANY NINTENDO SEGA OR ATARI GAMES 
OR ACCESSORIES IN THIS MAGAZINE OR BELOW 
DIAL 1-800-TOY-CLUB 


If that’s busy DIAL 1-203-388-6366 for faster service. 


JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO 


GAME OR ACCESSORY WITH ONE PHONE CALL! 
NINTENDO STUFF AVAILABLE NOW. HURRY SUPPLIES ARE LIMITED! 


Just ¥ the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you’re not a member you must pay list price.Call us to order any Nintendo, Sega or Atari game ever made or in the future. 


NINTENDO ACCESSORIES NINTENDO ACCESSORIES 
TITLE UST CLUB TITLE UST CLUB 
PRICE PRICE PRICE PRICE 
© Acclaim Double Player 49.99 44.99 0 Nin. 60 Min. Video Tape #3 19.99 17.99 
O Acclaim Wireless Remote Cont. 39.99 34.99 Game Tricks, Codes, Strategies for these Games: Gradius, 
O Clear Nintendo Case 1.29 .99 Star Soldier, Ring King, Dbl. Dragon, Life Force, Spy 
0) Alladin Nintendo Lunch Kit Thermos 9.99 8.99 Hunter, Iron Tank, Contra, Tiger Heli, Blaster Master, Flying 
DO Als Nintendo Cart Cab. (18 games.) 1499 10.99 Dragon, Adv. Isle, Indiana Jones, 3D World Runner, 
O Als Nintendo Entertnmnt. Center 27.99 22.99 Rambo, Kung Fu Heroes, Kid Niki, Metal Gear, Ikari 
Holds Nintendo Sys. & 12 carts Warriors, Adv. of Lolo, Kamnov, Simons Quest 
(1 Als Nintendo Cart Organizer holds 5.99 499 0 Nin. 45 Min. Video Tape #4 999 899 
12 game cartridges Secrets and Strategies to win these Games: Legendary 
© Bandai Hyper Controller 26.99 22.99 Wings, Adventures of Lolo, Bionic Commando, Golgo 13, 
QO Bandai Hyperstick 39.99 32.99 Bomberman, Secret Castle, Cobra Command, Rampage, 
0 Bandai Mega Controller 59.99 49.99 Joust Adventure Island 
O Bandai Super Controller 6.99 599 0 Nintendo Childrens Dinnerware 3.99 2.99 
© Beeshu Gizmo 69.99 54.99 Super Mario, Zelda or Teenage Mutant 
© Beeshu Jazz Stick 29.99 2599 0 Plate 8” 0 Bowl 
© Beeshu Ultimate Super Stick 49.99 39.99 © Tumbler140z O Tumbler 16 oz. 3.89 2.89 
C Beeshu Wirlss. Ultimate Super Stk. 69.99 5499 0 3 Piece Gift Set: 11.99 9.99 
O Beeshu Zinger Controller 1499 12.99 10 oz. mug, 16 oz. bowl, 8” plate 
©) Beeshu Zipper Controller 15.99 1399 0 Gift box 2 Mugs w/Flexostraws 7.99 699 
O Beeshu Zoomer Steering Wheel 59.99 4499 0 Nin. 16 oz. Squeeze Bottle 499 3.99 
Bestar Nintendo Storage Cart 59.99 49.99 0 Nin. 32 oz. Squeeze Bottle 599 4.99 
© Bestar Nintendo Cart w/lid 69.99 59.99 0 Nintendo Clip Ons 3.99 2.99 
© Bestar Nintendo TV Cart 99.99 89.99 © Quickshot QS-126 Palm Szd. Joypd. 9.99 899 
© Bestar Deluxe Nintendo Cart 129.99 109.99 © Quick Shot QSO-112 Sophisticated 1599 14.99 
© Broderbund’s U-Force 89.99 79.99 Joystk. Controller 
© Camerica Freedom Pad Wirless 39.99 3499 © Quickshot QS-118N Wizmstr. Cont. 19.99 17.99 
-) Camerica Freedom Stick Wireless 69.99 59.99 © Quickshot QS-118NR Wizmaster 39.99 34.99 
©} Camerica Freedom Connection 44.99 35.99 Infrared Remote Controller 
-) Camerica Gift Pack (2 sticks) 129.99 109.99 © Quickshot QS-130N Biogrip Joystick 1599 14.99 
[] Camerica Sup. Sonic Joy Stk. Wireless 59.99 49.99 0 Quickshot QS-129N Flightgrip Contr. 19.99 17.99 
-) Curtis Game Caddy (Holds 10 games) 5.99 499 0 Quickshot QS-132 Sighting Scope 599 499 
1 Curtis Super Extendo Cables 999 899 OC St. Martins Book: How to Win 3.95 295 
© Doc's Fix A Game Cleaner 9.99 8.99 at Nintendo 
1 Doc's Fix A Game Sys. Cleaner 19.99 1799 0 Super Mario Mug & Zelda Mug 3.99 3.49 
1 Eclectics Pro Play Arcade 249.99 229.99 (© Super Mario & Luigi Plas. Bank 5.99 4.99 
© Eclectics Sftwre Rack for Proplay Arcade 16.99 14.99 © Suncom Docking Bay 10 Game Case 1699 14.99 
© Eclectics Graphics Package for Proplay 16.99 14.99 (© Suncom Trans. 4 Game Carry Case 6.99 5.99 
© Eclectics Sound Sys. for Proplay Arcade 34.99 29.99 © Suncom Trans. 12 Game Carry Case 6.99 599 
© Advanced Gravis Joystick 49.99 44.99 © Suncom Dcking Bay 20 Game Case 25.99 22.99 
1 Happ Competition Pro Joystick 5000 24.99 22.99 © Suncom Mothership Converts Con- 13.99 12.99 
1 Happ Competition Pro Controller Pad 34.99 29.99 troller to Joystick 
© Hartzell Nintendo Game Holder 27.99 23.99 (1) Tara Dix. Game Pack 15 Game Case 11.99 9.99 
Holds Sys. & 18 games © Tara Game Pack 10 Carry Case 6.99 599 
© Hartzell Video Game Caddy 9.99 8.99 Turbostick Slimline 24.99 19.99 
Holds 10 carts w/dust cover © Turbostick Wireless Remote 59.99 39.99 
© Heller Game Rack 5.99 4.99 C1) Vidwitz Vol. 1 30 Min Video Magazine 19.99 17.99 
1) Homework First Video Game Lock 21.99 19.99 CO Vidwitz Vol. 2 30 Min Video Magazine 19.99 17.99 
O Kraft Deluxe Starmaster Joystick 1499 1299 (0 Vidwitz Vol. 3 30 Min Video Magazine 19.99 17.99 
O Laserline GPX-1500 Game Pac 29.99 2699 0 Z-bag Official Nin. Carry Case 29.99 24.99 
Holds 15 games (1) Z-bag Cart. Bag 9.99 7.99 
O Lebo Video Game Carry Case 27.99 23.99 0 2Z-Bag Deluxe Nin. Bag 34.99 29.99 
Se on gee Nin. Stationary Tablet assorment- collect 249 1.99 
; , a esigns 
eae oe ee Eee Nin. Stickers by Paper Magic - collect all 1.49 1.00 
— , esigns 
Oo iene ae wireless 49.99 39.99 q Nin Super Mario Box of Birthday Cards - 2.49 1.99 
‘ esigns 
> Wraless remote ieyatice ono, 79-99 69.99 Nin. Bookmark - collect all 6 designs 149 99 
© Nin. Backpack Mario or Mario & Zelda ~=s« 14.99 1299 © Nin. Door Hanger - collect all6 designs 1.99 1.29 
9) Nin. Belly Bag Nintendo logo 799 699 © Secret Video Game Tricks, Codes & 14.99 13.99 
CO Nin. Portfolio Mario 99 89 Strategies Vol. 2 
Nin. Prem. Backpack Nintendo Logo 16.99 1499 includes 21 awesome tricks from 18 hot games such as 
QO Nin. School Kit: Mario 299 2.59 Wadia Ulan a bipsoeies & 
7 Nj Ni er e seen games. 
SA ae eve soo leial 7090 tee © Nin. The Power Game Calendar 1990 1099 _8.99 
C) Nin. Wallet: Mario or Mario & Zelda 299 2.59 © Nin. Play a Tune Book that plays music 22.99 19.99 
CO Nin. Patches: Mario or Zelda 499 399 © Joycard Sansui SSS Stereo Simulator 4499 39.99 
1 Nintendo Pins (assorted characters) 3.99 3.49 Joypad by Hudson Soft 
5 Nin. Key Chain 3.99 3.49 © Super Mario Puppet Cooler 22.99 19.99 
CQ Nin. Rain Slicker Boys Size 4-14 1499 1199 © reine aay cl Universal Infrared = 69.99 59.99 
} ireless Joypa 
joo 1999 1699 © Quickshot QS-128 Universal Infrared 35.99 29.99 
CO) Nin. Sticker Album 6.99 599 Wireless Joystick ; 
© Nin.Stickers Zelda, Punchout, Mario 1.99 1.69 © Kids Klassics Super Mario & Legend of 9.99 8.99 
Nin. T Shirts Youth Sizes 6-16 899 7.99 _ _2ekKda Cartoon Videocassetes: ; , 
Adult Sizes Sm-Lg. ass. colors & designs 0 6454 Marios Flying Carpet, 0 6455 Mario Meets Koopzilla, 
© Nin. Beach Towels Marios Party, Marios 19.99 16.99 6456 King Mario of Granzelot, 6457 The Great Gladiator 
Beach Mario & Luigi, Mario & Zelda Gig, 0 6458 Butch Mario and The Luigi Kid, 0 6459 The Great 
Nin. Hats Punchout, Super Mario, Zelda& 699 5.99 BMXX Race, 06460 Zelda-The Ringer, 06461 Zelda-Sing 
Logo 0 Cordoroy for the Unicom. See real life Super Mario & Zelda come to life in 
0 Cotton 5.99 499 these cartoons. 
© Nin. Slumberbag 36.99 3299 © Nin. Smock 5.99 4.99 
CO) Nintendo Suspenders 6.99 599 © Power Set includes: Control Deck, 179.99 169.99 
C Nintendo Belts 499 399 2 controllers, Power Pad, Zapper light gun, World Class 
OC Nin. Underwear Pack of 3 699 599 Track Meet/Duck Hunt/Super Mario Bros. 
0 Nintendo Comforter 39.99 3499 O Action Set includes: Control Deck, 2 con- 119.99 109.99 
C Nintendo Sheet Set 26.99 22.99 ee eon Light or Duck Hunt/ 
© Pillow People Stars, Super Mario Bros. 15.99 13.99 UPer Maro Bros. com * 
How to Score More Points at: Wizards & Warriors, Mega Man 2 controllers , 
2, Platoon, Top Gun & Metal Gear OC NES Advantage Joystick 49.99 44.99 
OC Nin. Video Tape #2 by Kodak Blue Tape 15.99 1399 © NES Max Joypad 34.99 29.99 
How to Score More Points at: Simon's Quest, T & C Surf, = Pa a Gun ag yee 
Blaster Master, Wrestlemania, Double Dragon — ia ES Satellite 4999 4499 
3 Nin. 60 Min. Video Tape #3 19.99 1799 | NES Gameboy 109.99 99.99 
Game Tricks, Codes, Strategies for these Games: Gradius, © Gameboy Carrying Case 1499 1299 
Star Soldier, Ring King, DbI. Dragon, Life Force, Spy CO Gameboy Rechargeable Battery Pack 34.99 32.99 
Hunter, Iron Tank, Contra, Tiger Heli, Blaster Master, Flying © Gameboy Game Cartridges Alleyway, 29.99 24.99 
Dragon, Adv. Isle, Indiana Jones, 3D World Runner, Baseball, Tennis, Super Mario Land 
Rambo, Kung Fu Heroes, Kid Niki, Metal Gear, Ikari 
Warriors, Adv. of Lolo, Kamov, Simons Quest 
O Nintendo compatible control deck with 89.99 79.99 
turbostick joypads called microgenius. Plays your Nintendo New Nintendo Games By Froggo 
games just like your Nintendo deck but costs less and hastur- O Water Ski 39.99 29.99 
bofire joypads. Save $10 over the Nintendo Control Deck. 0 Night of the Ninja 39.99 29.99 


1989 Ultimate Game Club. Atari ® , Sega of & Nintendo“ are trademarks of 
Atari, Sega & Nintendo. Prices are subject to change without notice. We are not 
responsible for typographical errors. 


We Buy & Sell New & Used Video Games. As a member you are entitied to the following: 
1. We sell new and used video games at the lowest prices possible! 

2. We buy your used video games at the highest price possible! 

3. We provide prompt efficient service with a 100% satisfaction guarantee! 

4. We test & clean all used games for maximum efficiency! 

5. We provide the largest stock of any other mail order firm! 


6. If we donot have the game you want in stock, we'll reserve it for you & ship it to you as soon as we get it. Well even 


reserve new titles before they’re available! 


7. For every 10 friends you get to join the club we’ll give you a video game of your choice Free! That’s right FREE!. 


Membership & quantities are limited. All games 1st come first serve. 


8. We offer Special Discount Prices on practically everything PLUS monthly specials, contests & prizes on top of 


that! 


9. We have a toll free hotline for all new memberships & orders 1-800-TOY CLUB (1-800-869-2582) 9 AM -9PM EST! 


For people in CT or Canada and any questions you may have dial 1-203-388-6366! 
10. We accept MC, Visa, check or money order! 


11. We'll also give you a free Club Membership Packet & subscription to our quarterly Newsletter, Hot New 


Catalog plus details on up & coming games, secret tips, & strategies. 


12. You get all this for the low cost of $10! So Hurry! Membership is limited! Membership in Alaska/Hawaii $12.50, 


Canada $15, All other countries $20. Call for postage & handling charges. 
NEW NINTENDO GAMES (available now or soon) 


TITLE LIST CLUB 
PRICE PRICE 
C) Indiana Jones & the Temple of Doom 49:99 45.99 Shinobi 
© Rolling Thunder 54.99 49.99 O Afterbumer 
© Road Runner 49.99 45.99 O Xybots 
O Alien Syndrome 49.99 45.99 O Baby Boomer 
©) Vindicators 49.99 45.99 O Captain Comic 


NEW GAME PLAYERS VIDEO GAMETAPES with secrets, codes & strategies to win! 


0 VIDEO 1 Dble Dragon, Secret Castle, Bionic Commando, Robowarrier, Wizards & Warriers 
0 VIDEO 2 Ninja Gaiden, Simon’s Quest, Amagon, Mega Man 2, Airwolf 

0 VIDEO 3 Bad Dudes, Thundercade, Strider POW, Wrestlemania 

1 VIDEO 4 Bandai, Golf, Baseball, Stars, Bas Loded, Goal, Hoops,Spr Ddg Ball, Tecmo Bowl 
0 VIDEO 5 Bayou Billy, Blades of Steel, Jack Nick Golf, Top Gun 2 

0 VIDEO 6 TNMT Metal Gear, Silent Service, Defender of the Crown 


TITLE HANDHELD GAMES 


Airwolf, Rambo,O 1943,0 Knight Rider, WWF Wrestling, Wrestlemania Challenge, 
Wizards & Warriors 

A Nightmare on Elm Street,O Friday the 13th, Marvels Xmen,O T&C Surf Des, 

Miniuid Game Assort..0 Contra,O Dble Dribl,O Gradius,O Top Gun,O Skate or Die, TNMT 
Balloon Fight, Climber,O Donk. Kong Jr.,0 Fire, Manhole,O Marios Cem. Fact., 
Octopus, Parachute,O Snoopy Ten.,0 Sup. Mario Bros.,0 Trop. Fish 

Boxing,O Black Jack, Bombsweeper,O Don. Kong,O Don. Kong II,O Goldcliff 
Greenhouse, Life Boat, Mario Bros.,O Oil Panic, Safe Buster, Squish 

Donkey Kong III, Hockey,O Punchout 

Legend of Zelda, Tetris 


INTERACTIVE VCR GAMES BY ACCLAIM 


O Quarterback,O Basketball,O Hockey, PGA Tour Golf, Wrestling 
Call Us If You Are Looking For Any Other Handheld Games Not On This List 


Slateiaial 


i a 


The Following are Games WE NEED TO BUY. If you have them, we will pay you the following prices: 


Arkanoid w/controller orBallon Fight 
Chubby Cherub or Mario Bros. 

Mega Man or Solomens Key 

Donkey Kong 3 or Jr. Math 

Dr. Chaos, Ice Climber or Squoon 
Elevator Action, Kid Niki or Lunar Pool 
Gumshoe, Popeye or Wrecking Crew 
Mighty Bomb Jack or Volley Ball 
Muscle, Ring King or Soccer 

Side Pocket or Ultima 

Super Pitfall, Urban Champion or Wild Gunman 


24.99 
26.99 
28.99 
36.99 


42.99 
38.99 


39.99 


Yes, | want to join The Ultimate Game Club 
1491 Boston Post Road, Old Saybrook, CT 06475 


Name 

Address 

City State_———s Zi 
O M/C - 0 VISA# Exp. 


1 Check GO Money Order Telephone: 


Signature 


Postage and Handling is $3.50 per shipment & 4% of your total order in U.S., $8.50 & 5% in Alaska/Hawaii, $12.50 & 6% 
in Canada, $15.00 & 7%, In other countries. Double postage rates for 2nd day air. Double again for ovemight. All C.O.D. 
orders are $5.00 per shipment extra. Personal checks take 10 days to clear. All orders shipped within 2-4 weeks 


Total Cost of Games/accessories ordered $ 
Membership Fee $ 
Postage and handling $ 
CT State Sales Tax add 8% $ 
Total you must send us $ 


We donot accept Atari Games without instructions. For Nintendo and Sega games we deduct $2.00 for missing instruc- 
tions, $1.00 for missing box or slip case, $2.50 for missing controller or 3D glasses & $3.50 if we retum a game 


back to you. 


ai IF YOU LIKE 
FLYING WITH US, 


YOU'LL LOVE 
DRIVING 


WITH US. 


New from the makers of the award- 
winning FALCON™ F-16 Fighter Simulation, 
VETTE/™ slams you against the driver’s 
seat of America’s premier production 
sports car in a high speed race through 
one of the most alluring cities in the world 
— San Francisco! You'll feel the road as 
you weave in and out of traffic. But, keep 
an eye on your rear view mirror; you 
never know where those sneaky police cars 
are hiding. Select from four landmark to 
landmark courses, then choose the best 
and fastest route. Race against computer- 
controlled European sports cars. Or, go 
head-to-head via modem or direct connect 
against a worthy opponent on another 
computer. From the Golden Gate Bridge, 
along Fisherman’s Wharf, through China- 
town and over the Bay Bridge, San Fran- 
cisco comes alive with sensational 3-D 
graphics. Want to put 380 horses to the 
test? Say yes — in a heartbeat! 


Contact your local dealer for information 
on the “WIN A TRIP FOR TWO AND DRIVE 
A VETTE THROUGH THE STREETS OF SAN 
FRANCISCO” sweepstakes. 


Spectrum HoloByte’ 
A Division of SPHERE, INC. 
2061 Challenger Drive Alameda, CA 94501 (415) 522-0107 


Available on IBM, Amiga, and Macintosh. 


CORVETTE and the CORVETTE logo are trademarks licensed by Chevrolet Motor Division, General Motors Corporation. VETTE!, FALCON, and Spectrum 
HoloByte are trademarks of SPHERE, Inc. All other products are trademarks of their respective holders. 


CIRCLE #144 ON READER SERVICE CARD. 


With TANK™, a battle star is born! In this M1 Abrams® 
simulation, your weapons systems and enemy forces are totally 
authentic. Deploy your forces in West Germany, Ft. Knox, or 
the Middle East amidst incredibly realistic terrain created by 
outstanding 3-D solid modeling graphics. Lead a company, 
platoon or an individual tank against a formidable enemy 
committed to the Soviet Doctrine of War. Just how long 
‘til the Russian Frogfoot comes to this party? 


Victory is possible with your semi-automated forces 
—up to 32 vehicles, including tanks, helicopters, artillery, 
and A-10 aircraft. Before you find yourself looking down 
the wrong end of an enemy gun, check the battlefield 
map and do your strategic and tactical planning. From 
within your tank, view the scene from multiple per- 
spectives — gunner, driver, commander, or turret. For 
a more comprehensive look at the situation try the 
reconnaissance and out-of-tank views. For lots of 
action TANK has an easy-to-learn “arcade” mode. 
And in traditional Spectrum HoloByte style, the 
head-to-head combat option against friends and 
peers offers that ultimate challenge. No other 
simulation can top TANK for authentic battle 
sequences. “Old Blood and Guts” himself would 
love to get his hands on TANK! Visit your local 
retail dealer and get your copy NOW! 


Spectrum HoloByte™ 


A Division of SPHERE, INC. 
2061 Challenger Drive Alameda, CA 94501 (415) 522-0107 


Available for IBM AT, PS/2 and compatibles. Requires EGA 


TANK and Spectrum HoloByte are trademarks of SPHERE, INC. Abrams is a ay staat trademark of the 
U.S. Army. All other products are trademarks of their respective holders. 
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ut nice) barbarian on a leisurely jaunt 
through the woods. Your girl has been taken 
away, and you must find her. Along the way 
ou'll run into the usual slew of tough guys, but 
how they appear on the screen is, thanks to the 
TurboGrafx-16, nothing short of phenomenal. 
‘he graphics are spectacular, and the sound qual- 
y is a far cry from the computerized beeps. and 
icks that you've been used to previously. 
_ Rather than map out the game in its entirety, 
_ we have chosen to pick up on some of the tough- 
est areas of the game and give tips on how to get 
through them. So plug in your TurboChip car- 
tridge and let’s go! 


Ny 


by Lee H. Pappas 


Climb down the rope and 
face the spider. It isn’t that 
tough to kill; just take 
your time, and avoid the 
webs it throws out. You'll * — ) 
gain your first axe- When these guys attack These bears aren’t too bad 
strength module, power- you on the surface, they'll __ either. Take on the one at 
up capsule anda gem.Go follow where you _ the left first. Learn its 
all the way to the right go—even back downto jumping pattern after 


The nomads and the bats 
are easy to get...you're just 
warming up! - 


and get what’s under the __ the spider’s lair. every hit, and soon you'll 
three idols, then climb the be able to get him easily. 
: ladder. 


~H = a aa te: CANO 
Don’t miss this axe- I hate ropes! Be careful Go for these big birds This is one tricky area. 
strength module! : when you jump off—the first. Stay on the lower The green sea monkeys 
: birds may knock you into levels of the rock pillars. pop up and can knock 
the lava. you off or hit you with a 


fireball. You’ll have to 
learn when they come out, 
then chop ‘em! 


It’s difficult to get by these 
axemen without getting 
injured at all. Duck, jump, 
duck some more, get hit, 
swing, jump again. (You 
get the idea.) 


These slinky monsters are 

nasty. It takes a little prac- 
tice, but don’t even think 
about going after them if 
you don’t have lots of 
energy. You can only kill 
them by standing; crouch- 
ing just avoids them. 
Good luck! 


After you kill the first 
rockman and the jumping 
guy, you come up to a sec- 
ond rockman. Instead of 
killing him, just walk left 
at least one screen; then 
go back and he'll have 
disappeared! 
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Chop and jump over the 
bats at this level’s begin- 
ning. 


The plowshare boys are 
best attacked with a head- 
on swing; then go for their 
kneecaps. 


mower- Up 
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Capsule 


You'll need this axe-swing 
speed pod to better com- 
bat the amoebas. 


Mini Power-U 
Capsule 


Full 


Power-Up 


Capsule 


1989 


Crouch and chop! Using 
turbo on your controller 
isn’t the best thing here. 
It’s better to get your own 
timing on when to swing. 
Keep in mind that you'll 


pe 


Tans a Tee 


Jump onto a log, then 
immediately leap to the 
one above it. Continue 
jumping on the logs as 
they come over the water- 
fall. Get the sea monkey 
when he pops up, then 


A 
t 


Fes + ING awe Y 7! 
aT Sets Po wer tt Ss, 


have to make quite a few 
axe hits here. It’s also bet- 
ter, once you are good 
enough, to kill all the 
lizards here then go back 
and get the idols. 


jump onto a log and head 
right. Get the key, wait 
patiently for the water to 
drop and chop the idols. 
Watch out for the bird that 
comes from the right! 


1 Up (Extra Life) 


I know—lI don’t like this More ropes! Time them Get these guys by stand- ...and these by crouch- 


moving log either, but just when the ropes come ing and swinging. .. ing and swinging. 
jump on it and get the together the second time. 
three idols to the right. I’ve found swinging the 


axe while jumping helps 
you get a rope you might 
have missed. 


Again, learn where these Avoid or chop this one. 
come out. Just get the first 

and then avoid the ones 

after it that come in addi- 

tion to the rockman. 


Watch out for the slinky! Guess what! These ropes Gray rockman. No big As you hack the lizards 
are pretty easy! Jump on deal. here, keep your control 
the first, and immediately pad pushed to the right so 
go for the next two! you won't be knocked off. 
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Not another rope! 


These two plowsharers 
will only get you if you let 
them. Either stay in the 
middle and take turns hit- 
ting one then the other, or 
jump to one side and get 
both of them over to one 
side. 


And more jumping sea 


monkeys! 


There are all sorts of 
things hidden in the cave 
roofs. 
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Jump to the rockman. 
Only two or three swings 
will get it. Watch out for 
the bird! 


Enter the “Door of Many 
Logs.” 


Unfortunately, this rock- 
man won't disappear. Get 
him! 


Get this boulder like you 
did in Zone 1. Three hits 
will do it, A lizard 
appears to the right after 
you get the boulder. Get it 
before you get that idol. 


Get the last rockman then 
go for the idols. Push your 
control pad right while 
fighting the rockman so 
that you don’t get 
knocked off. 


PS 


Here are two other pits. 


Ever had a monkey on 
your back? Well it ain’t no 
picnic. If you get out of 
one of these, you'll be in 


rough shape. That's why | 


you need to know that 
one block on the surface 
to jump onto. | 


One blow with full axe 
strength will take Mr. 
Plowsharer and most any- 


Here’s the room order 


I actually like this level; it 
holds some fun surpris- 
es—but you also face 
Jagu. (Actually your face 
is as high as his ankle.) 


you'll want to travel: 


Hack like heck at his 
ankles, and you can get 
him. He’s a lot easier to 
deal with than the Panda! | 


thing else. 


The pattern to get these 
axe throwers is easy, and 
you won't even get hit 
once—if you're good 
enough. 


Go slowly! Keep your axe 


strength at 100%! These 
rooms hit you with every- 
thing, and Room L is the 


worst! 
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ly despise—many a life is 
lost here. Here’s what to 
do: Grab the power-up 
capsules just as these two 
nasties come out, then get 


These are two guys | real- 


The pits. When you find 
the first one and fall in, 
you can easily destroy the 
two armadillos. The spi- 
der is also easy to get, and 


power. It’s important you 
find the one block on the 
surface to jump onto. 
You'll need to know it 
later. 


you'll receive full axe 


to the left of both of them. 
(Usually only one will 
attack at a time.) Stay 
crouched and swing away. 
If you survive the first, 
your energy will probably 
be very low. Let the 
power indicator on the 
top of the screen go to full 
strength—two full power 


blows on the last guy 
should kill him. Whew! 


_ Two full-power whacks 


I hate this guy too. The ple of times, don’t worry). 
will kill Magilla Gorilla. 


best thing to do isjump Several power capsules 
past him and go right await you, and you'll be 
(you might get hit a cou- _ fine. 


The Giant (Ugly) Panda _ kill—believe me. I have 
Bear is the hardest thing __ no plan here. If you have 


There are power capsules 
and other good stuff 
behind those pillars. 


When and if you get the 
Panda, climb the stairs to 
in the whole game to _ one,letmeknow! _ Zone 6. 


We'll take a more detailed 
look at the exciting Legendary 
Axe in an upcoming issue of 
TURBOPLAY—our new maga- 
| Ms a zine just for the NEG 

The end! It’s you and Mrs. TurboGrafx-16. Details on 
eee a ) how to subscribe will appear 
next issue! 
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BAD DUDES MAKES 
DOUBLE DRAGON PALE 
BY COMPARISON 


Ask anyone who's played them both in the arcade. Bad Dudes is 
clearly the game of choice. It’s no contest. 


BAD DUDES has better graphics. Better action. Better playability, 
From the arcade to the Nintendo to computer formats, you can 
count on a better game with BAD DUDES. And we're even 
available on more systems than they are. 


The joystick play is incredible —fast, smooth and responsive. 
And the game play and graphics of the home versions are 
amazingly true to the arcade original. 

Check it out for yourself. The martial arts excitement of 


BAD DUDES makes Double Dragon play like a dinosaur. 
One soon to be extinct. 


BAD DUDES. From Data East. Now available on Commo- 
dore, IBM, Tandy, Amiga, Atari ST and Apple I! personal 
computers and the Nintendo Entertainment System. 


© 1988 DATA EAST USA, INC. 


IBM is a registered trademark of International Business Machines, Inc; Amiga and Commodore are registered trademarks of 
Commodore Business Machines, Inc.; Apple is a registered trademark of Apple Computers, Inc.; Atari ST is a registered trademark 
of Atari Corporation; Nintendo and the Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. 


Double Dragon Computer versions: © 1988 Mastertronic International, Inc. Licensed from Technos Japan. Double Dragon is 0 
joint publication of Arcadia and Tradewest. 


Double Dragon Nintendo: © 1988 and TM Tradewest, Inc. licensed from Technos, Japan. 
Double Dragon Arcade: © 1987 TAITO AMERICAN CORPORATION 
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N ew Orleans. The Superdome. The biggest game of the year! All 

as Close as your local software dealer! That’s where you'll find ABC’s 
Monday Night Football"—first in a hot new series of fast-action games 
from Data East MVP Sports.” 


Win the Grand Prize! A trip for four to football’s premier event— 
Super Bowl XXIV. Plus hundreds of other major prizes! You can win $5,000 
in cash, Sony’ entertainment systems or Data East’s ABC’s Monday Night 
Football pinball machines! 


It’s simple. Just take this ad to your participating dealer and compare 
the symbol on the game piece below to those on the back of ABC’s 
Monday Night Football package. If they match, you're an instant winner! 


DATA EAST MYP Sports Sweepstakes Official Rules—NO PURCHASE NECESSARY 


How to enter: Simply take the prize symbol “game piece” in this ad to your partici- 
pating retailer. Exactly match the prize symbol on your game piece with one of the 
prize symbols found on specially marked packages of Data East MVP Sports’ ABC's 
Monday Night Football games and you win the prize indicated. You may also obtain 
a match and win prize symbol game piece (while supplies last) and a copy of the 
winning prize symbols by sending a stamped, self-addressed envelope by December 
31, 1989 to Data East MVP Sports Sweepstakes Requests, PO. Box 8455, Beaverton, 
OR 97076.WA and VT residents need not affix postage to return envelope. If you 
are a prize winner, claim your prize by sending your winning prize symbol game 
piece with your signature and your name, complete address and phone num- 
ber in the spaces provided via certified or registered mail to Data East MVP 

i Sports Sweepstakes Winner, PO. Box 8456, Beaverton, OR 97076. All winning 
& claims must be received by January 10, 1990. Any official game piece or package 
hy symbol which is forged, tampered with, mutilated, contains printing errors or is 
obtained through other than approved distribution, is void. Decision of judges is 
final on all matters. All unclaimed prizes will be awarded in a Second Chance 
random drawing. If you are not an instant winner, print your name, complete address 
and phone number in the spaces provided on your prize symbol game piece and 


ABC's Monday Night Football from 
Data East MVP Sports. Experience it! 
Up close and personal. 
More action, more color 
and more fun. The 
sights and sounds of 
ABC’s Monday Night 
Football. 


Available for = 
the IBM* PC/compatibles, 
and the Commodore 64° 


OR 97076. Second Chance Sweepstakes entries must be mailed separately and 
received by January 10, 1990. If there are any unclaimed prizes, Second Chance 
winners will be randomly drawn on January 15, 1990, by ACS Marketing Services, 
Inc., an independent judging organization whose decisions are final. Odds of winning 
Second Chance Drawing depend on the number of unclaimed prizes and valid 
entries received. Not responsible for lost, late, misdirected, incomplete or illegible 
entries. Winners will be notified by mail. One Grand Prize winner will receive a trip 
for four to Super Bow! XXIV in New Orleans. Trip includes round trip coach airfare 
(or reasonable ground transportation if applicable), three nights lodging, tickets for 
four to the Super Bowl XXIV game, transfers to and from the game, pre-game brunch 
and $500 cash for expenses, approximate retail value (based on furthest point of 
departure) $8,500. One First Prize winner will receive $5,000 in cash. Two Second 
Prize winners will each receive a Sony Entertainment Center, approximate retail 
value $3,500 each. Three Third Prize winners will receive a Data East ABC's Monday 
Night Football Pinball game, approximate retail value $3,000 each. 1,000 Fourth 
Prize winners will each receive an ABC Sports Monday Night Football 20th Anniversary 
Commemorative video, approximate retail value $20 each. Total approximate retail 
value of all prizes $49,500. Odds of winning instantly are: Grand Prize—1:2,000,000, 
First Prize—1:2,000,000, Second Prize—1:1,000,000, Third Prize—1:666,667, Fourth 
Prize—1:2,000. Sweepstakes open to residents of the U.S. except employees and 
families of Data East USA, Inc., its affiliates, subsidiaries, advertising and promotion 
agencies and printers. All prizes will be awarded. Limit one prize per family/house- 
hold. No substitutions or cash equivalents. Taxes are responsibility of winners. Sweep- 
stakes void where prohibited, taxed or restricted. Winners may be required to sign 
affidavit of eligibility and publicity and travel releases. To obtain an official winners 
list, send a stamped, self-adressed envelope by March 1, 1990 to Data East MVP 
Sports Sweepstakes Winners List, PO. Box 8460, Beaverton, OR 97076. 


* ABC Sports and ABC's Monday Night Football are registered trademarks of ABC Sports, Inc. 
* Data East MVP Sports is a trademark of Data East USA, Inc. 

* Sony is a registered trademark of Sony Corporation. 

* IBM is a registered trademark of International Business Machines. 

* Commodore 64 is a registered trademark of Commodore Business Machines, Ltd. 

* Super Bowl is a registered trademark of the National Football League. 


mail to Data East MVP Sports Second Chance Sweepstakes, PO. Box 8458, Beaverton, 


Ist Prize: $5,000. 2nd Prize: A complete entertainment center 
featuring big screen TV, stereo and CD (VCR not shown). (2 Winners!) 
3rd Prize: ABC’s Monday Night Football pinball game from Data East 
Pinball. (3 Winners!) 4th Prize: ABC’s Monday Night Football 20th 
anniversary videocassette featuring the greatest plays from the past 
two decades. (1,000 Winners!) 
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NO PURCHASE NECESSARY 


If the prize symbol shown here exactly matches one of the prize 
symbols found on specially marked packages of Data East MVP Sports 
ABC's Monday Night Football Games, you win the prize indicated. 


If you are a prize winner, claim your prize by filling in the information 
below and sending via certified or registered mail by January 10, 
1990, to Data East MVP Sports Sweepstakes Winner, PO. Box 8456, 
Beaverton, OR 97076. 


Name 

Address 

City State Zip 
Telephone 

Signature 


prize symbol 


See Official Rules for details. © Copyright 1989, Data East USA, Inc. 


icensed properties area 

real challenge for game de- 

signers. Unlike the typical 
game design, which springs 
from—and is limited only by—the 
creator’s imagination, the li- 
censed property offers an entirely 
new set of demands. The design 
must function both as a game and 
as an appropriate vehicle for the 
Original license. In other words, it 
doesn’t matter how good that 
wall-bashing game idea is; it sim- 
ply won't mesh with a license for, 
say, James Bond. Moreover, the 
end results must please not only the 
developer and 


publisher, but 
the licensor as 
well, and too 
many cooks 
frequently 
lead to a ru- 
ined stew. 

The. diffi- 
culties can be 
magnified 


AA 


even further when the deal is a 
mega-bucks/multi-license/multi- 
ple game project. And when the 
characters being licensed are 
dearly beloved cultural icons like 
Barney Rubble, Mr. Spacely and 
Scooby Doo—well, we are defi- 
nitely looking at a potential night- 
mare scenario for all concerned. 
Yet somehow, when speaking to 
sundry members of the far-flung 
Microlllusions design team, one 
gets the impression that the 
mega-deal which brought several 
of Hanna-Barbera’s hottest car- 
toon characters to computer life 
has actually been a satisfying ex- 
perience. A creative stretch, to be 
sure, but not without attendant re- 
wards and certainly not the horror 
show that has befallen many past 
attempts to bring cartoon charac- 
ters into the electronic gaming 
universe. 
Considering the vast scope of 
this deal, it’s something of a mi- 
nor miracle that it has gone so 
smoothly. The project involves 
four initial games starring 
The Jetsons, The Flintstones, 
Jonny Quest and Scooby 
Doo; nine different versions; 
four independent development 
groups (in addition to the re- 
sources of H-B and Microlllusions); 
and a cast of almost three dozen 
artists, writers and programmers. 


All characters © 1989 Hanna-Barbera Productions, Inc. 
Licensed by Hamilton Projects, Inc. 
All copyrights are used with permission. 


[A complete listing of those in- 
volved is at the end of this article.] 

To its credit, Microlllusions 
didn’t take the easy way out on 
this project. Whereas most pub- 
lishers would have designed a 
single game system, with sepa- 
rate scenarios for each of the car- 
toon stars, Microlllusions decided 
early on that these would be indi- 
vidual projects.” Right from the 
beginning,’ asserts Microlllu- 
sion’s Bob Shaw, “it was in- 
tended that there would be four 
totally separate games.” To that 
end, each game was assigned to a 
different development group, 
with all four under the direction of 
Sean Barger. 

Barger picked up this challeng- 
ing assignment while working as 
a senior producer for Spectrum 
HoloByte. At a trade show, Mi- 
crolllusions’ president, Jim Stein- 
ert, was checking out the Spec- 
trum-HoloByte booth when he 
ran into Barger, who had pro- 
duced such titles as /ntrigue, 
SokoBan, Dondra and Tetris for S- 
H. They struck up a conversation, 
and the subject of dream projects 
came up. “I'd love to do a Fiint- 
stones or Jetsons game,” Barger 
confessed. This remark produced 
an immediate grin on Steinert’s 
face. “We beat you to it,” he told 
Barger, explaining that Microlllu- 


sions had already acquired the 
coveted licenses (from Hanna- 
Barbera's exclusive licensing rep- 
resentative, N.Y.-based Hamilton 
Projects). “My eyes definitely 
popped,’ admitted Barger. 

Once Barger’s eyes returned to 
his head, the two men began dis- 
cussions that ultimately led to 
Barger’s being assigned to coor- 
dinate the entire project. The first 
step involved finding the right de- 
velopers to handle the individual 
game titles. 

The Flintstones, perhaps the 
best-known and most valuable of 
the four licenses, was passed into 
the capable hands of a group 
headed by Brian Rice. “Microlllu- 
sions talked to us and said, basi- 
cally, they wanted a Flintstones 
game and they had an adventure 
in mind,” Rice related. “We sat 
down for several days with Sean 
Barger and Jack Thornton going 
over ideas. We talked about ad- 
venture games, what we liked 
about them and what we didn’t 
really like.” 

The end result is an easy-to- 


play game with strong visuals 
and genuine appeal for both 
younger players and their par- 
ents. “Things don’t have to be su- 
per-convoluted to appeal to 
adults. The goal here is to enjoy 
yourself,” Rice commented. 
“There are no great puzzles. Fred 
doesn’t die. But as you play, you 
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The Flintstones 


get involved in some crazy situa- 
tions. Sometimes, the worse you 
play, the more fun you have! The 
object is simple: Get Fred in and 
out of trouble.” 

The Flintstones employs one of 
the most innovative “framing” 
devices ever seen: The entire 
game Is displayed on a Bedrock- 
style TV set! The game also in- 
cludes Stone-Age newscasts, the 
familiar cast of characters and all 
the Stone-Age gag props a Fiint- 
stone fanatic could want. “There’s 
a closet,”’ Rice told us, “and if Fred 
opens it, all these bowling balls 
fall on him. It isn’t any big clue or 
anything, it’s just a gag.” 

The developers even put a 
clever spin on the whole dynamic 
by allowing users to change the 
channel onthe TV set. “If you 
change the channel,’”’ Rice ex- 
plained, “the game continues as if 
it were a [non-interactive] car- 
toon. When the game reaches a 
decision tree, the game decides 
for you, and it will continue down 
that path while you watch the 
Bedrock News [for example].” 

The question 
of who to assign 
The Jetsons to 
was simplified 
when Rob and 
Michael McNally 
of the Dreamer’s 
Guild develop- 
ment group ap- 
proached Mui- 
crolllusions. 
“When we heard 
about the Han- 
na-Barbera li- 
censes going to 
Microlllusions, 
we expressed a 
distinct interest 
in doing The Jetsons," said Rob 
McNally. As it happened, the Mc- 
Nallys had already created an ad- 
venture system they felt would be 
ideal for this game. “We were in- 
spired by the click-on graphic in- 
terface systems used in games 
like Deja Vu and Tass Times in 
Tone Town. We felt we could do 


et not to fire 

« Tell hin about your 
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George Jetson & the Legend 
of Robotopia 


Re blir rig rallying 1h yuna a 
1 


as Y's venir tes fot? 


"Thats great, son. I knew you could do it.” 


You eye the contraption sitting on the table 
eneertaials.. Ep what is i ite 


"It's a cybertronic ni zonefinder,” 
sates lsoy mroadly, “ba “oat | Jost like fo call 


‘a Talk to the robotic 
host. 


all of that, and do it better, with 
real-time animation and [the abil- 
ity to] click on moving objects.” 
The McNallys’ “environment 
for interactive storytelling” would 
be written in “D,” a language they 
invented. “It’s ‘D’ because it 
comes after ‘C’, and because 
we're called the Dreamer’s 
Guild,’’ Rob McNally revealed. 
“This system isn’t revolutionary, 
it's evolutionary. We felt the 
biggest turn-off in these games 
was the typing, so we entirely 
eliminated it and replaced it with 
an actions area: where textual ac- 
tions appear that the user can 
click-on. There are also conversa- 
tions [which can be selected 
through a similar interface], and 
different selections will produce 
different outcomes. There’s also a 
character window in the upper 
right-hand corner and a main 


screen display,called the stage.” 
As in all four projects, the de- 


P Ae 


signers were striving to create an 
igteractive cartoon. McNally said: 
“We basically wrote a Jetsons’ 
episode, though there are more 
subplots than there would be ina 
half-hour episode. The player is 
George, and the only way to lose 
is for George to be fired. As the 
game begins, George wakes up 
for work and discovers the alarm 
clock has been disassembled. 
He’s very well rested and also 
very late.” 

In keeping with the feel of the 
Original show, the Jetsons game, 
George Jetson & the Legend of 
Robotopia, is brimming with wild, 
futuristic gadgetry. “Some of the 
gadgets are crucial, some are not 
critical and some are just for fun. 
We have lots of extraneous ob- 
jects that are there simply to pro- 
vide color and to be entertaining.” 

This new game. system, 
dubbed “Dream World” by its 
creators, allows for enormous 
scope, including numerous ob- 
jects, over 95 locations, approxi- 
mately 90 scenes (a scene, such 
as the Jetsons’ apartment, may 
include several locations) and two 


planets (Earth and Robotopia). 
This game engine is especially 


lintstones 


well-suited to the technological 
wonderland of the Jetsons’ fu- 
ture, with its comical gadgets and 
gizmos. The plot involves 
George's attempts to hold onto 
his job, with the usual comic com- 
plications, including a side trip to 
Robotopia with his boy Elroy and 
pet pooch Astro, where they meet 
up with the Aborigibots, a tribe of 
mechanical aboriginees. 

“[Rob and Michael McNally] al- 
ready had the engine for this 
game, and they knew exactly 
what they wanted,” said Barger. 
“We simply pointed out possible 
enhancements and additions. We 
foresaw problems with the graph- 
ics [for example]. There are 95 lo- 
cations, 25-30 of them with ani- 
mations, so we used larger-sized 
pencils. Rob and Michael had a 
great, original storyline, which we 
let them design and implement. 
They showed a painstaking atten- 
tion to detail.” 

Jonny Quest is the most 
straightforward, realistic title of 
the four licenses, a traditional dra- 
matic adventure series with spo- 
radic doses of comedy relief. The 


quest to do Quest, however, hit an 
early snag when Troy Lyndon’s 
Pacific Data Works, the develop- 
ers who were given the original 
assignment, disbanded after 
starting on the project. “The de- 
sign spec was huge,” explained 
Barger, who, along with Troy Lyn- 
don and Jim Haldy, produced the 
original document. “We fleshed it 
out and Troy added text, at which 
point it had everything but playa- 
bility. Two months later we did a 
new spec, and then Pacific Data 
Works went out of business.” For- 
tunately, PDW’s Jim Haldy 
formed his own company at that 
point and was able to pick up the 
baton and continue running, so 
the project didn’t really lose too 
much steam. 

Even so, Barger soon realized 
that a piece of the creative puzzle 
was missing, so he called in Microll- 
lusions’ writer Curtis Norris who, 
along with Dave Jennings, met at 
Barger’s home for a marathon, 


three-day meeting. “Getting away 
from the office like that really let us 
think,” said Barger. “We all brain- 
stormed together, and we ended 
up with this huge document.” 
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Mappy, the popular Learn to use fancy 
arcade character weapons. Win big 
is back! bonus points. But 

ou'll have to lag light- 
Finally, you can take a : 
Nicos a arcade oe quick wlahou amas 
smash-hit, home for oi action-packed 

— adventure! 
play on your Nintendo ; 
System? Introducing 
Mappy-Land," the 
game where Mappy 
the policeman takes | 
you on four adven- os 
poeibeseas : se | Don't miss these other 
Fight ae way adventures from Taxan® 

past enemy Mukies. ine incense 
Se arcn for SCCTET licensed from Hudson Soft. Mystery Quest is a 


™ and licensed from Carry Lab. Fist of the North 
Star is a rm and copyrighted by Bronson Tetsuo 
Hara/Shueisha Fuji TV. Toei Animation. 
Mappy-Land is a rm of and copyright protected 
by Namco Ltd. 


entrances and exits. 


LICENSED BY NINTENDO 
FOR PLAY ON THE 


ENTERTAINMENT 
SYSTEM® 


© 
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ik | ; mE 
Top: (left to right) Jim Steinert, Curtis 
Norris, PhilMoody, Tyson Walch, Bob 
Shaw, Jimmy Saiki, David Boyles. 


Middle: Bob Dronski, Brian Rice, Glenn 
Leszczak, Rian Murphy. 


Bottom: Sean Barger. 


a —— 


“| grew up as a fan of Jonny 
Quest,’’ Haldy told us, “and | 
wanted to recreate the idea of 
mystery that was so important to 
the show. Every show was a mys- 
tery which served as the back- 
drop for the adventure.” In fact, 
Jonny Quest and the Splinter of 
Heaven sounds like a typical 
episode of the cult classic TV 
show. Jonny, his Indian buddy 
Hadji and dog Bandit take off from 
Dr. Benton Quest’s Palm Key Is- 
land sanctum in search of the pil- 
fered Splinter of Heaven, a mete- 
orite remnant that seems to be 
causing profound fluctuations in 
the Earth’s magnetic field. It 


should come as little surprise to 
any JQ fan that the behind-the- 
scenes baddie here is none other 
than the ubiquitous Dr. Zin, 
Jonny's number-one villian. 

“There are three quests,’’ Bob 
Shaw explained, “with the first 
one set in the Mayan jungles. 
There’s a hidden temple they 
must find the entrance to and var- 
ious Objects which they can pick 
up along the way.” As in Flint- 
stones, JO offers mini-arcade se- 
quences. Every time Jonny en- 
counters one of the bad guys, the 
program toggles to an action se- 
quence in which the user manip- 
ulates Jonny, via Mouse or joy- 
stick, for a little hand-to-hand 
combat. “Also, depending on 
which objects you collect, Hadji 
or Bandit may help out. If you de- 
feat the bad guys, the game re- 
turns you to the previous 
screen,’ and the adventure re- 
sumes. True to its source mate- 
rial, JO is a true globetrotting ad- 
venture, with a premium on 
solving puzzles and getting out of 
dangerous situations. 

While the player controls Jonny 
directly, Hadji follows along and as- 
sists in combat scenarios while Ban- 
dit, in typical canine fashion, is apt to 
go wandering off on his own. “We had 
no specific age group in mind when 
we designed this 
game,” explained @ 
Haldy. “At the ; 
start of this 
project, IBM 
program- 
merDave (| 
Jannings, ( \\. 
who's fairly \. 
young,had \ 
no idea who 
Jonny Quest 
was.” After 
viewing the 
various ep- 
isodes pro- 
vided by Han- 
na-Barbera 
and reading 
numerous JO 
comic books, 


however, “He got addicted. Now 
he buys the Jonny Questcomics all 
the time.” 

JQ also employs some sophisti- 
cated conversational techniques. 
Jonny can maintain voice contact 
with his father and sidekick Race by 
selecting the appropriate channel 
on his Dick Tracy-like Wrist Com- 
municator. There are also face-to- 
face dialogues featuring close-ups 
of the conversants with their 
mouths moving in perfect synch 
with the menu-selected dialogue. 

The final Hanna-Barbera li- 
cense was Scooby Doo, the ad- 
ventures of the cowardly dog 
Scooby and his human pals 
Shaggy, Freddy, Velma and 
Daphne. Though not endowed 
with the same cult status as the 
other three, Microlllusions and 
the development team lead by 
Hal Rushton treated the charac- 
ters with the same respect. 
Scooby Doo—A Mystery Adven- 
ture Game includes four mini-ad- 
ventures: Ghost Town, Ski Vil- 
lage, Dayman’s Haunted Mansion 
and The Mystery of the Aztec Sea 
Monster, and each scenario has 
its own action game. 

“There's a skiing sequence in 
the Ski Village game, for example,” 
offered Shaw, “where Scooby ac- 
tually skis down a hill. Then there’s 
a cliff-diving game and atar-_~ 
get-shooting game and a 
skeet-shooting game.” 
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HIGH SCORE 
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Heres your chance 0 SCC OF 


You've spent some time behind the 
triggers of a plasma-drive galactic 
fighter. And more than one horde of 
tungal-faced aliens has bitten the 
interstellar dust for standing in your 
way. But now... 


Star Soldier Sweepstakes! Over 
100 Prizes! Anyone can win! 
Here's your chance to hobnob with the 
enemy. Ist PRIZE: One lucky hero 
will win an all-expenses-paid trip to 
Disney/MGM Studios (home of the 


alien) for himself and his family, 2nd 
PRIZE: Another savvy fighter will 
receive a Sony portable stereo/CD 


player. 3rd PRIZE: One more galactic 


pilot will win a Casio digitizing 
sampler keyboard. 4th PRIZE: One 
hundred electronic warriors will 
receive sizzling pre-release copies of 
the next fast-action Taxan game, 
before they hit the stores. 


To enter, just cut out the coupon, attach it to a Star Soldiers 


OFFICIAL "F RULES: All entrie 

must be received by Jan. 30, 1990. Limit ‘On ne 
entry per person. Not responsible for post tal service errors 
Winners will be chosen at random. Judges’ decision sf nal. 
Prizes won by minors may be awarc fed in the name ol 
parent or guardian. All taxes pons of winners 
Employees (and their families) of Taxan and their affiliat 
are not t eligible. All federal, state, and local rest aeons 
apply. Void where prohibited. Individuals may also enter 
through direct contact with Taxan regarding 
non-box coupon. 


(phone) 


game box top, and mail to: Taxan Star Soldiers Sweepstakes, p=... 


161 Nortech Pkwy., San Jose, CA, 95134. 
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In order to win the game, the 
player must amass enough evi- 
dence to reveal the true identity of 
the Yeti or abominable snowman. 
“But you can’t just guess,” cau- 
tioned Barger. “You can’t win un- 
til you’ve passed the required evi- 
dence quotient.’’ Each of the 
Scooby scenarios has a full cast of 
characters with whom the player 
may interact,and it will even be 
possible to break up the adventur- 
ers into four separate parties. 
Other arcade sequences feature 
scuba diving, mountain climbing, 
horse racing, a mine ride and nu- 
merous chase sequences. 

“The challenge with Scooby 
was trying to maintain a cartoon 
‘look’ despite the small size of the 
on-screen characters. But Les 
Pardew created some 
great EGA graphics. | 
also felt we needed 
additional writers,”’ so 
Curtis Norris was once 
again summoned. 

Keeping the ‘look’ of 
these games consis- 
tent with their source 
material was, in fact, the 
greatest challenge each 
of the development 
groups faced. “It’s diffi- 
cult to maintain that car- 
toon attitude,” Barger 
admitted. “On Jonny 
Quest we wanted even 


the credits to feel like you were 
viewing acartoon. 
We did the 
5 «copyright in 
Roman nu- 
merals, for ex- 
ample, and | 
was listed as ‘di- 
rector’ rather 
than ‘project 
manager.’ 
“I think The 
Flintstones 
probably main- 
tains that atti- 
tude the best of 
the four games.” 
“Everyone 
who came to the 
[Flintstones design meetings] 
was familiar with the original 
show,” said Brian Rice. “We sat 
there and really analyzed the 
graphic movement. The charac- 
ters are so large on screen that 
graphics were always part of the 
design. In fact, we made some 
significant technical advances 
with this project.” Brian’s group 
developed a technique which 
transformed the on-screen char- 
acters into ‘containers’ which 
could hold any one of 20 differ- 
ent mouths, sets of eyes, etc. 
Fred could therefore be in- 
duced to grumble by simply as- 
signing a grumbling mouth to the 
character at the desired point in 
the game. 
One of the reasons this project has 


gone so smoothly is Hanna-Bar- 
bera’s attitude toward it. Rather 
than meddling in creative mat- 
ters, H-B was content to merely 
supply Microlllusions with a 
mountain of videotape, then 
stand back and let them do their 
job. “We got a Jot of VHS tapes 
from Hanna-Barbera,” said Bob 
Shaw. “[Each member of the 
team then] sat home and watched 
them, then we'd exchange what 
we had with one another, just to 
get the proper feel for each of the 
storylines. We've really tried to 
follow that and give the games 
the feel of a cartoon. 

“Hanna-Barbera has been re- 
viewing the development of these 
games for their approval. We 
want to avoid a situation where 
they discover there’s something 
they don’t like after we've done it. 
So far, | believe they’ve been 
pleased with the results.” 

The project was also some- 
thing of a balancing act. “In 
Jonny Quest, for example, we 
wanted there to be a lot of adven- 
ture but not a lot of violence—no- 
body dies in these games, for ex- 
ample. On the other hand, we 
want to keep it sophisticated 
enough that it appeals to the en- 
tire spectrum of the audience, 
from youngsters to older players 
in their 30s and 40s.” 

Perhaps the most complicated 
issue associated with this series 
of games is the release schedule. 
‘The Jetsons on 
the Amiga should 
be ready first, 
sometime in either 
the end of Septem- 
ber or early Octo- 
ber. Next, I’d say 
Scooby Doo on the 
IBM. We had origi- 
nally planned for 
the Apple IIGS ver- 
sion to also be re- 
leased at that time, 
but because of 
some unforeseen 
complexities, we 
swapped it with the 
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The Power Glove™ You plug it in like any joystick. But the similarity stops there. 
Because now you dont just guide the action. You are the action. 

3-D sensors track the position of your hand, giving you free-flowing, instant 
response. It's a complete connection. Intense. And powerful. 

Plus, the Power Glove has a unique programmable keypad that gives you amazing 
new ways to play almost every Nintendo® game. All your joystick games become 
different. More exciting. And with games specifically designed for the Power Glove, 
you ll be blown into another dimension. 

So look for the Power Glove when it hits stores this Fall. Once you put it on, 
everything else becomes child’s play. coisa en ip 


Ss LBowcR GLOVE ENTERTAINMENT 


SYSTEM: 
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Amiga version, so sometime In 
October [expect those two ver- 
sions], followed by Scooby on the 
C-64. Jonny Quest should be out 
for the IBM and C-64 in Novem- 
ber. The Flintstones on the IBM 
should be ready before the end of 
the year, in time for Christmas, 
with the IIGS version in January 
and the C-64 version in February.” 

The task of bringing characters 
as beloved as Fred Flintstone and 
Jonny Quest to a new medium is 
almost a sacred trust, and it’s ob- 
vious that the design teams took 
that to heart. The Hanna-Barbera 
games represent a high water 
mark in the licensing of cartoon 
characters to computer gaming, 
both for the faithfulness of the 
translation and the quality of the 
final product. 

All that remains to be seen now 
is how the computer marketplace 
will receive these characters as 
electronic-gaming stars. Will the 
appeal remain strong throughout 
the wide age range? To intelli- 
gently answer this question, we 
have prevailed upon Astro, the 
Jetson’s faithful pooch and an ex- 
tremely articulate member of the 
canine kingdom, to give us a little 


bit of insight. 

When asked what he saw as 
the “future’’ of the Microlllu- 
sions/Hanna-Barbera partnership, 
he was brief and to the point: 
“Rots of ruccess,” he assured us. 
“Rots and rots of ruccess!”’ & 


Roll Credits, Please! 


The following is a listing of the people re- 
sponsible for the four Microlllusions/H-B 
properties: 


The Flintstones 

Design by: Brian Rice, Sean 
Barger, Jack Thornton, Bob 
Dronski, Roger Surbough, Rian 
Murphy 

Written by: Rian Murphy 
Graphics and Animations by: Rick 
Incrocci 

Animators: Bob Dronski, Brian 
Rice, Glen Leszczak of f 
The Jetsons: “George Jetson & the 
Legend of Robotopia’’ 

DreamWorld Adventure Environment by 
Robert and Michael McNally, ©1989 
the Dreamers Guild. 


Story, Design & Programming: Robert and 
Michael McNally 

Project Coordination: Sean Barger 
Animation: Heidi Turnipseed 

Pencils: Heidi Turnipseed, Ed Cassel, Bon- 
nie Long-Hemsath 

Amiga Painting: Heidi Turnipseed, Dan 
Guerra, Bonnie Long-Hemsath, Chris 
Caracci 

Macintosh Painting: Mimi Foord, Mike 
Nowak 

Music Arrangement: Craig Knudsen, Matt 
Nathan 


Jonny Quest and the Splinter of Heaven 
Directed by: Sean Barger 

Designed by: James R. Haldy, Dave 
Jennings, Sean Barger 

Story by: Curtis Norris 

Special Thanks to: Troy A. Lyndon 
Graphics by: James R. Haldy, Maureen 
Kringen 

Additional Graphic Support by: Prism 
Computer Graphics 


Scooby Doo: A Mystery Adventure 
Game 

Game Design: John and Anneli Motter, Hal 
Rushton, Peter Ward, Sean Barger 

Written by: Curtis Norris 

Music by: Paul Webb 

Directed by: Sean Barger 


Project Manager: Hal Rushton 


VG&CE 


WV NOVEMBER V 


1989 


AS SEEN ON CHANNEL 7 EYEWITNESS NEWS. AS HEARD ON 1010 WINS 
RADIO INFLATION FIGHTER. AS SEEN IN THE NEW YORK TIMES, BILLBOARD 
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MAGAZINE. 


CALL 1-900-990-3000 
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PRICE LIST 


This Call Will Cost $2.00 And You Will Receive a $2.00 Discount 
Coupon If You Buy or $2.00 Bonus If You Sell! 


NINTENDO FEVER... 
SINCE 1982 CATCH IT HERE ! 


AT PLAY IT AGAIN we have been buving and selling used Video Game Cartridges by mail order since 1982 (originally as Forest Hills Used Video Game Cartridges 
Inc.) We know that usually in 30 days or less you become too good at or bored with an individual game. You can sell us those Nintendo, Sega and Atari 2600 
Cartridges you don't play anymore. We will send you payment within 48 hours of receipt of your cartridges. We offer a one year limited warranty on our used 
Nintendo and Sega cartridges. We also sell accessories for all three game systems. We will ship your order witnin 30 days. (40 days if you order a Bold Faced 
title). If we are unable to completely fill your order we will reftund your money and send you a 10% discount coupon good for 1 year on all the products we sell. If you 
love to play video games then you'll love us. For complete current price list-check list for over 500 titles, send (3) Three 25¢ stamps to: PLAY IT AGAIN, P.O. Box 
6718 Dept. List, Flushing, N.Y. 11365. For lifetime club membership which includes, FREE PLAY IT AGAIN T-SHIRT, 12 bi-monthly pricelists, 5% discount on all 
purchases. We pay members 10% above the quoted prices when they sell cartridges, unadvertised specials for members only. Send $30.00 to: Dept. ESN. State 


TShirt size S,M,L,XL. You may order any Nintendo title NEW for $15.00 above the price we sell it for used. Mfg. warranty only. 
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10 YARD FIGHT $19.95 $3.00 “GUARDIAN LEGEND 28.95 15.00 (}RAID ON BUNGLING BAY 19.95 8.00 ( WRECKING CREW 19.95 8.00 

(11942 1995 8.00 -IGYRUSS 24.95 12.00 RAMBO 1995 5.00 WRESTLEMANIA 33.95 15.00 

(1943 22.95 10.00 “THOOPS 28.95 15.00 }RAMPAGE 28.95 15.00 ( ]XENOPHOBE 24.95 10.00 

JADVENTURE ISLAND 24.95 12.00 “JHYDLIDE 28.95 15.00 RENEGADE 28.95 15.00 CIXEVIOUS 24.95 10.00 

CJADVENTURES OF LINK 33.95 20.00 “ICE CLIMBER 1995 8.00 RING KING 24.95 8.00 ZANAC 19.95 8.00 

JADVENTURES OF LOLO 33.95 20.00 ICE HOCKEY 1995 5.00 ' |ROBO WARRIOR 28.95 15.00 

-JAIRWOLF 28.95 15.00 IKAR| WARRIORS 2495 8.00 ' JRUSH 'N ATTACK 28.95 15.00 

(JALPHA MISSION 19.95 8.00 (IKARI WARRIORS I 2495 8.00 ( JRYGAR 19.95 5.00 COMING SOON WE WE 
AMAGON 24.95 12.00 INDIANA JONES 28.95 15.00 [ JSECTION Z 19.95 5.00 SELL BUY 

CJANTICIPATION 24.95 12.00 (JIRON TANK 24.95 12.00 | JSEICROSS 28.95 15.00 - USED 
ARKANOID W/CONTROLS 59.95 30.00 (JACKAL 2495 8.00 ( ISESAME ST ABC 22.95 10.00 ADV. OF BAYOU BILLY 28.95 15.00 

CJATHENA 22.95 10.00 (JEOPARDY 28.95 15.00 ( JSESAME ST. 123 22.95 10.00 " JAIGINA’S PROPHECY 28.95 15.00 
BALLOON FIGHT 1995 800 “JAWS 22.95 10.00 )SIDE POCKET 29.95 15.00 _JAIR FORTRESS 28.95 15.00 
BASES LOADED 28.95 15.00 (JOUST 2295 10.00 )SIMON’S QUEST 24.95 12.00 (JBAD DUDES 28.95 15.00 

BASEBALL 19.95 300 -}KARATE CHAMP 1995 5.00 ( SKATE OR DIE 28.95 15.00 ‘JBAD STREET BRAWLER 28.95 15.00 

CIBIONIC COMMANDOS 24.95 12.00 KARATE KID 2495 800 ISKYKID 19.95 8.00 “JBATTLEFIELD NAPOLEON = 28.95 15.00 
BLADES OF STEEL 24.95 12.00 ' )JKARNOV 2495 12.00 ( }SLALOM 19.95 8.00 (JBLACK TIGER 28.95 15.00 
BLASTER MASTER 24.95 12.00 (\KID ICARUS 28.95 15.00 { JSOCCER 19.95 8.00 CARACRESTA 28.95 15.00 
JBOMBER MAN 28.95 15.00 [KID NIKI 22.95 10.00 iSOLOMONS KEY 29.95 15.00 CICHESTER FIELD 24.95 12.00 

> BREAKTHRU 24.95 12.00 KUNG FU 1995 3.00 "SPEED RUMBLERS 19.95 8.00 CICYCLE SHOOTING 26.95 15.00 

BUBBLE BOBBLE 24.95 12.00 "KUNG FU HEROES 28.95 15.00 (SPELUNKER 19.95 8.00 CIORAGON NINJA 28.95 15.00 

BUMP N JUMP 2495 10.00 (LEGACY OF WIZARD 2495 12.00 (SPY HUNTER 19.95 8.00 CIDRAGON WARRIOR 33.95 20.00 

BURGERTIME 1995 800 r LEGEND OF KAGE 1995 8.00 r 1SPY VS. SPY 1 24.95 12.00 CJEMPIRE CITY 28.95 15.00 
ICALIFORNIA GAMES 28.95 15.00 ( ]LEGEND OF ZELDA 22.95 10.00 ™SQOON 19.95 8.00 CIFLYING DRAGON | 28.95 15.00 

CICASTLEVANIA 29.95 15.00 ( {LEGENDARY WINGS 24.95 12.00 (JSTAR FORCE 22.95 10.00 "JGRAND PRIX 28.95 15.00 

CHUBBY CHERUB 24.95 10.00 LIFE FORCE 24.95 12.00 (STAR SOLDIER 28.95 15.00 CIHEAVY BARREL 28.95 15.00 

CICITY CONNECTION 2495 12.00 “LODE RUNNER 1995 800 “STAR VOYAGER 1995 500 IHECTOR VECTOR 28.95 15.00 

CICLU CLU LAND 19.95 8.00 C}LUNAR POOL 1995 800 CISTINGER 22.95 10.00 HOLLYWOOD SQUARES = =.28.95_ 15.00 

COBRA COMMAND 28.95 15.00 (MACH RIDER 1995 500 SUPER MARIO BROS 16.95 3.00 IHULK HOGAN 33.95 20.00 

"COMMANDO 19.95 5:00 r |MAGMAX 28.95 15.00 (SUPER MARIO BROS. 2 33.95 20.00 wnt JR. aoe ap 

CICONTRA 24.95 12.00 ( MAJOR LEAGUE BASEBALL 2495 8.00 (SUPERMAN 28.95 15.00 SUNG FUT 08.95 15.00 

CIDEADLY TOWERS 28.95 8.00 | JMAPPY-LAND 28.95 15.00 SUPER PITFALL 29.95 15.00 SAGE HE RGAHGRYAL: = LS deen 

DEFENDER OF THE CROWN 33.95 20.00 (MARBLE MADNESS 28.95 15.00 ]T&C SURF DESIGN 1995 5.00 MEGAMAN 2 28.95 15.00 

CIDEFENDER II 28.95 15.00 (MARIO BROS 29.95 15.00 - TABOO 28.95 15.00 Iasi HX 28.95 15.00 

IDR JEKYLL & MR HYDE —.28.95._ 15.00 MARVEL'S XMEN 28.95 15.00 TAG TEAM WRESTLING 24.95 10.00 NAT'L FOCTHALY LERMUE abe 45.00 

CIDR. CHAOS 28.95 15.00 | ]MEGAMAN 29.95 15.00 ]TECMO BASEBALL 28.95 15.00 NIDHTMARE ON ELM ST. S:DR #000 

TIDONKEY KONG 24.95 10.00 (]METAL GEAR 24.95 8.00 “TECMO BOWL 28.95 15.00 NINJA TARO * Gees 15.00 

CIDONKEY KONG CLASSICS 24.95 10.00 (METROID 24.95 10.00 (TEENAGE MUTANT NINJA 39.95 25.00 PASSWORD 28°95 15,00 

DONKEY KONG 3 24.95 10.00 ( |MICKEY MOUSECAPADE 24.95 12.00 CITENNIS 1995 5.00 PRICE 1S RIGHT 33°95 20 00 

“JDONKEY KONG JR. 24.95 10.00 ( JMIGHTY BOMB JACK 19.95 8.00 [TETRIS 28.95 15.00 ROAD RUNNER On 8 15.00 

DONKEY KONG JR. MATH 24.95 10.00 ( |MILLIPEDE 24.95 12.00 []THUNDER BLADE 24.95 12.00 ROBOCOP 93-08 2000 
DOUBLE DRAGON 33.95 20.00 ‘|MILON’S SECRET CASTLE 28.95 15.00 [ ITIGER-HEL! 22.95 10.00 2a ae aray Gnd 

‘DOUBLE DRIBBLE 24.95 12.00 ’ MUSCLE 1995 8.00 [ TOP GUN 1995 500 UJ : 

- |DRAGON POWER 24.95 12.00 C]MYSTERY QUEST 28.95 15.00 ITRACK AND FIELD 19.95 800 CIROLLERBALL 28.95 15.00 
ELEVATOR ACTION 1995 8.00 JeNINTENDO GAME SYS —- 64.95. 45.00 TRACK AND FIELD I! 28.95 15.00 CISKY SHARK 28.95 15.00 
JELWAY'’S QUARTERBACK 28.95 15.00 CININJA GAIDEN 33.95 20.00 TROJAN 1995 8.00 CISTAR FORCE Il 28.95 15.00 

CIEXCITE BIKE 19.95 8.00 CININJA KID 1995 8.00 ULTIMA 33.95 20.00 CISTREET FIGHTER 28.95 15.00 

(JFIGHTING GOLF 28.95 15.00 ( JOTHELLO 24.95 8.00 r ]URBAN CHAMPION 1995 5.00 ISTRIDER 28.95 15.00 

FIST OF NORTH STAR 28.95 15.00 CJOPERATION WOLF 28.95 15.00 C]VOLLEY BALL 19.95 8.00 "SUPER DODGE BALL 28.95 15.00 

(FREEDOM FORCE 24.95 12.00 "]PACMAN 2495 8.00 ]WHEEL OF FORTUNE 33.95 15.00 CISUPER SPRINT 28.95 15.00 
JFRIDAY THE 13TH 28.95 15.00 (PAPERBOY 28.95 15.00 WILD GUNMAN 19.95 500 _ISUPER STAR FORCE 28.95 15.00 
)GALAGA 24.95 12.00 “PEBBLE BEACH 2295 10.00 (WINTER GAMES 22.95 10.00 CISUPER XEVIOUS 28.95 15.00 
GAUNTLET 24.95 10.00 OPINBALL 1995 800 (WIZARDS & WARRIORS —.24.95_ 12.00 TERMINATOR 28.95 15.00 
|GHOSTBUSTERS 28.95 15.00 “PLATOON 28.95 15.00 ( ]WORLD GAMES 24.95 12.00 CITERRA CRESTA 28.95 15.00 
GHOSTS 'N GOBLINS 19.95 800 “POPEYE 29.95 15 00 (WORLD RUNNER (3-0) «19.95. 5.00 | CITITAN WARRIOR cece teen 

CIGOLF 19.95 5.00 [JPREDATOR 28.95 15.00 TOUCHDOWN FEVER 28°98 15:00 

(j}GOLGO 13 24.95 12.00 ~IPRO-AM RACING 1995 5.00 PLEASE LIST ALTERNATES U.S. GOLF 28.95 15.00 

CIGOONIES |! 22.95 10.00 (]PRO WRESTLING 1995 800 FF EPS RGIS TEASER TET VEGAS DREAM 28.95 15.00 

]GOTCHA 19.95 5.00 (]PUNCH OUT 2495 800 eMUST INCLUDE (2) CONTROLLERS, POWER VINDICATORS 28.95 15.00 

_JGRADIUS 19.95 8.00 (JQBERT 2295 8.00 SUPPLY AND INSTRUCTION BOOKLET. “WILLOW 28.95 15.00 

"]GUERILLA WARS 28.95 15.00 (JRBI BASEBALL 2495 8.00 SUPER MARIO BROS. CARTRIDGE SUBTRACT =| aera punpam 28.95 15.00 

(JGUMSHOE 19.95 8.00 (RACKET ATTACK 28.95 15.00 $5.00 WITHOUT CARTRIDGE. “ZOMBIE MASTER 28.95 15.00 

—]GUNSMOKE 24.95 12.00 RAD RACER (3-D) 2495 1200 = 


ORDERING INSTRUCTIONS: All orders and memberships of PLAY IT AGAIN to P.O. Box 6718, Flushing, NY 11365. MINIMUM ORDER: $10.00 PLEASE PRINT CLEARLY. US. funds 
only, NO FOREIGN ORDERS. In Canada only write to: Microplay Vieo Games, 200 Bank St., Ottawa, ONT K2P 1W8. Add $3.50 for shipping and handling on each order, $8.50 for 
Alaska, Hawaii and Puerto Rico. We will not ship to P.O. Box No.: street address only. We do not accept credit cards. New York residents must add appropriate Sales tax. Personal 
checks will'delay shipment up to three weeks. All U.S. shipping is by United Parcel Service. If you order three or more Nintendo cartridges in one order and list alternates for each we 
will pay the shipping (U.S. only). We reserve the right to refuse any order. Any used Nintendo cartridges are sold with a one year limited warranty. We put a (invisible to the eye) 
numbered code on all cartridges sold. If the cartridge case or chip is tampered with, damaged or abused. warranty will not be honored. Order with confidence. Bold Face cartridges 
coming soon. 

SHIPPING INSTRUCTIONS: Send to PLAY IT AGAIN Dept. 1B 67-25B 186 Lane, Flushing. N.Y. 11365. Please Print Clearly. Wrap cartridges securely. If you send (5) five or more 
Nintendo cartridges at one time we will add $2.00 to the total amount due. Please ship by U.P.S. We will deduct $1.00 for each missing instruction booklet, 50 cents for missing slip- 
case for Nintendo cartridges and $2.00 for missing 3-D glasses. $3.00 will be deducted for any cartridge we have to ship back to you. If your package is not received by Nov. 30. 
1989, we will pay you using price list #14 effective Dec. 1. 1989. We pay $1.00 for broken Nintendo cartridges. 


We are not related to or endorse by any of the manufacturers of the products contained in this list. We reserve the right to refuse any purchase or sale. Price 
subject to change without notice. Not responsible for typographical errors. All items subject to availability. ‘ PLAY IT AGAIN 1989 All Rights Reserved. 
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COMPUTER- GAME STRATEGY 


Battle Combat Course... and Win! 


Mindscape 


Versions: Amiga, Atari ST, Commodore 64, IBM PC 


ombat Course places the player in a 
special-forces training camp. The ob- 
ject: Successfully complete the army’s 
intense obstacle course before time expires. 
This wouldn't be so bad if the course was like 
the ones we see in the movies. Unfortunately, 
this one isn't limited to the ever-popular ladder 
climbs and barbed-wire fences. It is also 
riddled with land mines, vicious attack dogs 
and enemy gunfire. The game is divided into 
three separate stages, and each requires the 
player to tackle a variety of challenges. 


Level 1—Physical 
First up is a test of the player's ability to 
maneuver through the obstacle course as 
quickly as possible. It is the easiest of the 


three levels, so use this opportunity to 
practice the basic maneuvers. Remember to 
keep the soldier running, as points are 
deducted every time he stops. Also, keep a 
close eye on the orders window, which will 


graphically deliver one of three possible 
commands: 

eThe first picture is of an enemy helicopter, 
signifying an air raid. The player should hit 
the dirt immediately until the picture 
disappears. 

eThe second possible command depicts a 
picture of Rex the combat dog. When this 
happens, quickly jump up on a ladder until Rex 
goes away. If there is no ladder nearby, head 
for a tree, and leap onto a branch. 

eThe last command is to do ten push-ups. 
This order, too, must be followed until the 
picture disappears. Failure to comply with any 
of the sergeant’s orders will cause points to 
be deducted rapidly, so don’t delay when this 
drill instructor appears. 

The only other trick to Level 1 is climbing 
over a wall or out of a ditch. Here, the game 
seems to be a bit fickle about when the fire 
button should be pressed. Try to tap the but- 
ton when the soldier is about half an inch 
from the wall. Hitting it at any other time 
Causes the cadet to smash into the barrier 
and fall down, wasting valuable time. : 


Level 2—Risk 
Level 2 works much the same way as Level 
1, with one big difference: The player must 
now use dynamite and grenades as well as 
duck enemy gunfire. 
When a grenade is picked up, throw it 
immediately. The instructions do not mention 


that once the grenade is obtained, it must be 
tossed within five seconds or it will explode. 
Each grenade thrown properly is worth 1,000 
points, so try not to miss these score-builders. 

Dynamite is also worth 1,000 points /f it is 
detonated in front of a doorway. The dynamite 
can be found in the smaller crates identified 
by a white sticker. Once the soldier obtains 
the dynamite, he can hold it without fear of 
detonation. However, once the explosive is 
dropped, he has five seconds to run before 
it goes off. 

Occasionally a picture of a soldier aiming 
a machine gun appears in the orders window. 
This signifies enemy gunfire. When this 
happens, quickly look to the left side of the 
screen to see the level the flak is approaching 


from. If it is coming across at waist level, hit 
the dirt fast. If the fire is along the ground, 
start running and jump just before it hits the 
soldier's heels. 

The last trick to Level 2 is riding the pulleys. 


VG&CE W NOVEMBER W_ 1989 


lf “space games’ are your thing; here’ S, 
one yet! With Lurch, Pugsley, Thing, 
the Addams crew at his side, Un 
the way in the wildest, wackig 
'em-up ever! The action isa 
explosive, and the storys 


Sunsoft™ and Fester's Quest" are ttademarks of Sun Corporation of America. Characters for Fester’s Quest™ are licensed 
from Barbare Artists. Inc. Television rights for Fester's Quest™ are licensed from Orion Television, Inc. Nintendo” and 
Nintendo Entertainment System" are trademarks of Nintendo of America. Inc. ¢ 1989 Sun Corporation of America. 
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When the soldier jumps up and grabs the 
pulley, he begins to coast along the wire to- 
ward the other side. Remember not to release 
the button under any circumstances until the 
soldier is over land again. If the button is 
released too early, the soldier plunges into the 
ocean and the game ends. This is the only 
way to actually kill the soldier and terminate 
game play, so be careful. 


Level 3—Combat 
Level 3 sets four different types of enemy 
infantry after our hero as he traverses the 
course. The first is one single trooper who 
pops on-screen facing the soldier, with a gun 


pointed at him. He is the simplest to deal with: 
Simply shoot him the second he appears. 

The second enemy soldier comes running 
up from behind. Once he appears, pull out the 
gun, turn around and let him have it. If he does 
manage to knock your soldier down before 
you can fire, do not get up and shoot the 
enemy in the back as he runs away. The 
sergeant sees this as cowardice and will de- 
duct 500 points. 

The third enemy is an armed soldier who 
appears first on-screen with his back turned. 
Again, shooting him in the back will cost the 
player 500 points. Instead, get down and crawl 
toward him until the computer forces your 


character back on his feet. Then quickly kick 
the enemy; he'll go right down. If your sol- 
dier stands before the computer makes him, 
the enemy will turn and begin hand-to-hand 
combat. 

The last type of enemy is the man with no 
gun. This toughie can kill you with his bare 
hands. To deal with him, kick or punch him 
as fast as the button can be pressed. Don't 
bother with defense as it only serves to pro- 
long the fight, and the computer man will 
continue to punch and kick at a steady pace. 

As long as your soldier keeps up a strong 
offense, the enemy will soon be hitting the 
dirt. 

—Frank Tetro 


Warnings on the War in Middle Earth 


Melbourne House 


Versions: Amiga, Apple IIGS, Atari ST, IBM PC 


quick scan of the material might 
prompt some gamers to resort to 
Clauswitz or possibly Jim Dunnigan, 

but the key to winning War in Middle Earth 
is not found in a book of combat strategy. 
Despite the presence of large troop 
formations, it is wasteful to spend time trying 
to hone military tactics to razor sharpness. 
In the long run, the key to victory is how well 


pecermiy poy prrvssensy 74 


individual 


the player manipulates the 
characters in the game. 

Those who want to delve deeply into War 
in Middle Earth will be glad to hear that a 
hint book is already available: It’s called Lord 
of the Rings, by J.R.R. Tolkien. It is both a 
strength and a weakness of this strategy 
contest that the artificial intelligence is closely 
modeled on the plot of the trilogy. Study of 
the fantasy masterpiece is certain to improve 
performance in the computer game. 

Since the time crunch and a shortage of 


units are against the player, there’s little room 
for miscalculation. Monitor the enemy's 
movements and locate the various gifts and 
objects needed in the quest. The robot 
adversary is somewhat predictable, and the 
alert player will note weakness in one session 
that can be exploited during the next run 
through the program. 

The Nazgul are Mordor’s most potent 
weapon. Always note where they go, and 
estimate their further movement once they 
go invisible. Protecting your character from 
the Nazgul is the prime objective in the 
opening stage. One good strategy is to delay 
sending the heroes toward Mordor for the 
first few turns. Split up Frodo, Sam and 
Pippen, and send them further into the Shire 
rather than towards Bree. This keeps them 
safe from the Nazgul and provides needed 
objects. 

Character activation is another important 
aspect of play. An unactivated hero is useless 
to the computerist. Failure to get important 
ones like Aragon into the fray can cost the 
Fellowship the game. Fortunately, unactivated 
characters move on a rigid schedule. So if 
Aragon has already left Bree, look for him at 
Weathertop. Lord of the Rings can be used 
to predict these routes. 

Also, you should knock out Saruman early 
to bring the Riders south for the real 


onslaught. It is prudent to keep some forces 
in Hornburg, because Saruman doesn't die 
easily. 

The northern troops are handy for mopping 
up the mountains and holding Thranduil’s pal- 
ace and Lorien. The southern hordes always 
take the same road, so they are vulnerable 
to a small force (2,000 men or so) behind 
fortified walls along the path. The rest of 


Gondor’s forces must mass at Minas Tirith 
to hold off what seems like 20 billion orcs 
coming out of Minas Morgul. 

Lingering images on the animation level 
occasionally prevent a character from picking 
up an object. If it happens, go up a level, re- 
turn to the animation screen and try again. 
Bringing another character to the same spot, 
so the screen is refreshed, also works. 

Never lose sight of the goal: The One Ring 
must be thrown into Mt. Doom. Sooner or 
later, the gamer will have to sneak or escort 
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the Ring Bearer to Mt. Doom, and wisdom 
and experience recommend the former 
method. 

That's what worked in the trilogy, and it 
is just as effective in War in Middle Earth. 
A bold dash to the mountain only causes the 
evil defense forces to flock to the east. If 
Mordor’s minions are waiting at Mt. Doom, 


the cause of Good is not likely to triumph. 

Burning up troops to divert Sauron too early 
in the game leaves the player without enough 
units to adequately defend him. Once the 
Ringbearer gets close, every move should 
have only one purpose: to neutralize any 
obstacles that impede further progress toward 
the volcano. 


Despite the triple-tiered construction and 
number of individual units, War in Middle 
Earth is not especially difficult. Careful 
observation of the computerized foe and a 
working knowledge of the trilogy will enable 
the gamer to break the Dark Lord’s power by 
destroying the One Ring. 

—Vince Puglia and Arnie Katz 


Be a Big Shot at the Shufflepuck Cafe 


elcome to Shufflepuck Cafe, 

where the elite among the 

galaxy’s air-hockey gunslingers 
meet, mingle and match up to see who will 
hold top-dog status. Oh, sure, there's a pre- 
tender or two in among the contenders, but 
most of these folks are legitimate heavy hit- 
ters who'll drive a puck down an opponent's 
throat as soon as whistle. Actually, since 
several of the alien species represented here 
don't appear to have lips, driving a puck down 
an opponent's throat would probably be far 
preferable. 

As with any game that depends primarily 
on the user's hand-eye coordination, practice 
is the only surefire method of significantly im- 
proving ones score in Shufflepuck Cafe. 
Nonetheless, a thorough understanding of 
how the game works and a careful evalua- 
tion of the opposition can provide some 
shortcuts. 


High-Tech Air Hockey 

Air hockey is a head-to-head contest in 
which two opponents attempt to score on one 
another by shooting a small, disclike puck into 
the other player's goal. The table is compara- 
ble in size to a billiard table, with one player 
positioned at each of the shorter sides. The 
gamers are each equipped with a striker or 
paddle which resembles a small plastic som- 
brero and is used, in the manner of a hockey 
stick, both to take and block shots. 

What makes the contest especially in- 
teresting, however, is the speed at which the 
puck travels. The surface of an air-hockey ta- 
ble is dotted with tiny holes. Air is pumped 
through these holes, creating an invisible air 
layer on which the lightweight puck literally 
floats. 

The table in Shufflepuck Cafe is pretty tradi- 


Broderbund 


Version: Macintosh 


tional, except for the addition of “blockers.” 
These blockers are located at the middle of 
the table and move randomly back and forth 
in a line parallel to the players, creating an 
obstacle for both sides. Blockers are optional 
and come in small, medium and large sizes, 
along with a feature that allows the user to 
create his or her own. When creating a cus- 
tom blocker, the user selects both its size and 
weight; the heavier the blocker, the harder 


and faster the puck rebounds off it. 

The presence of blockers rather than a 
straight-ahead blaster benefits the angle- 
oriented player. If the user has mastered the 
art of the ricochet, blockers will probably help 
him, especially in a match against a straight- 
forward slammer like house-champ Biff 
Raunch. Blockers are less likely to be of as- 
sistance in a contest with Nerval or Princess 
Bejin (see “Scouting the Competition’). 

The user also has the option of redefining 
their paddle. Unlike traditional strikers, which 
have rounded sides and, therefore, no flat con- 
tact point, the paddles in Shufflepuck are 
squared. The default paddle occupies 20% of 
the table's horizontal space, but it can be reset 
until it's a virtual two-by-four, taking up the 
entire lane. 

The impact of the paddle’s striking surfaces 
can also be modified. Both the “bounce” and 
the “power” of the paddle’s front and side sur- 


faces can be amped up, until the user pos- 
sesses a striker with the punch of a Mike 
Tyson combination. The paddles can even be 
set differently with the mouse button up or 
down. The user may prefer for the striking 
surfaces to be higher with the button pressed, 
for example, so that hitting the button will give 
a shot additional impact. Remember, con- 
tenders can adapt to play at almost any speed, 
so if your shot speed is set all the way to 
the top, there’s no way to get that little extra 
boost when it’s really needed. 


Scouting the Competition 

“Know thy opponent,’ goes the popular 
wisdom of all competitions. To that end, we 
present the following analysis of the various 
denizens of this den of Shufflepuck-mania: 

Skip Feeney—The prototype of the 
mid-20th century Earth nerd. He's extremely 
polite, but as a player, he’s a total pushover. 
If this guy can beat you, it’s time to unplug 
the computer. His returns are feeble; in fact 
most players will probably lose patience wait- 
ing for the puck to get back to them /ong be- 
fore they actually polish the Skipper off. Total 
pretender. 

Player Rating (0-10): 1 

OC3—Robot pretender. Terrible. His style 
is—surprise!—mechanical. 

Player Rating: 2 

Visine—Visine is a nervous little dude with 
a paddle that flutters like a hummingbird and 
eyes that barely clear the top of the table. He's 
definitely a pretender, but his madcap play 
style occassionally leads to positive results, 
if only by accident. He's probably the best of 
the bad players. 

Player Rating: 3 

Vinnie—This laid-back, fur-covered space 
alien is a cross between Chewbacca and 
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) Screens shown are for Apple Il. 
What do a “tubed-out” California surfer, a knight 
in shining armor and a Shakespeare-spouting elf 
maiden have in common? Typically nothing! But 
you ‘Il recruit this off-beat crew and meet more than 
50 other peculiar characters in TANGLED TALES, 
the Misadventures of a Wizard’s Apprentice. 


You sure aren't the wizard’s star pupil. In fact, he took away your 
spells when you spilled his precious adamantite dust on the squirrel. 
What a mess that turned out to be! 


Redeem yourself, fill your spell book and save Violet Valley on 
this fractured journey where time stands still — or maybe just 
hangs around. It’s filled with stirring combat and perplexing 
puzzles, and features dazzling graphics with animated illustra- 
tions, 3-D dungeons and detailed overhead views. 


You’ve seen fantas , role-playing and graphic adventure 
y & & 
games before, but never one that combines myth, magic and 
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Maynard G. Krebbs. He's probably the worst 
of the good players. His serves and returns 
have occassional power, but his play is incon- 
sistent. Pretender. 

Player Rating: 5 

Lexan—This affable but tipsy alien weirdo 
has a head that resembles an upside-down 
wicker urn, but he has very good taste in 
clothing. His game would perhaps be im- 
proved if he actually put the darned martini 
down while he plays, but he'll still give most 
novices an interesting game. His play is gener- 
ally predictable, but he'll surprise you with an 
ace every once in a while. Pretender, but only 
marginally. 

Player Rating: 6 

General Eneg—This sinister, pig-faced con- 
tender is as reknowned for his bad temper 
as he is for his best shot, a screaming rico- 
chet ace that leaves even veteran players 
looking like Skipper. He can be beaten, but 
he'll make you sweat for it. 

Player Rating: 7.5 

Nerval—lf the play of this hooded, shad- 
Owy contender doesn't unnerve you, then the 


alternately smiling and glowering face on Ner- 
val's stomach definitely will. (Occasionally, to 
display pleasure or frustration after a volley, 
Nerval pulls open its robe to reveal the horri- 
ble face there!) 

Nerval is the master of angles and employs 
a tiny black paddle to deflect the puck in every 
imaginable way. Supernaturally skilled, Ner- 
val could take the crown some day. 

Player Rating: 9 

Biff Raunch—He's big, he’s strong and he 
shoots hard. A real alpha male type, this guy 
is good, but he can definitely be had. Block- 
ers frustrate him more than Nerval or Bejin 
because of his bullish technique. Still, one 
can't argue with success, and right now, Biff 
the Barbarian is the champion of the cafe. 

Player Rating: 9.5 

Princess Bejin—This comely contender 
has the most wicked serve since Jimmy Con- 
nors in his prime—and even Jimbo couldn't 
make a tennis ball do the kind of things Bejin 
can to a puck! With a waggle of her psychoki- 
netic finger, the princess can make the puck 
stop, start and even move left and right! Posi- 


tively spooky. If ricochet shots are your weak- 
ness, she will be your toughest foe. 
Player Rating: 10 


Mouse Technique 

Shufflepuck Cafe will present a unique chal- 
lenge to most Mac gamers. This is an ex- 
tremely physical contest that could see 
mouses flying in all directions. The user con- 
trols the on-screen paddle by moving the 
mouse in the desired direction. A mouse pad 
is a virtual neccessity here, but users will tend 
to overrun even a pad while caught in the heat 
of play. 

The best bet is to frequently lift the mouse 
and reposition it at the bottom of the pad. This 
will allow the user to push forward with max- 
imum impact at any given time. 

And that’s what it looks like at the Shuf- 
flepuck Cafe. So polish up that paddle and 
powder down the mouse pad, because any- 
one who takes on the top dogs here is going 
to need every edge they can get! 

—Bill Kunkel 


Make the Streets Safe in Renegade 


Taito 


Versions: Apple, Apple IIGS, Atari ST, Commodore 64, IBM PC 


he player is the renegade in Taito's 
latest arcade release. His mission is 
a favorite theme for compu-heroes: 
Clean up the streets and rescue gorgeous 
Lucy from the ominous Mr. Big and his gang. 


in order to reclaim his lost love. Each of the 
five is infested with a different street gang 
wielding unique weapons. There are a vari- 
ety of offensive moves Renegade may use to 
deal with his opponents. Some of these moves 
seem much more efficient than others. The 


= 


punch, for example, is actually dangerous to 
use because it is only effective at very close 
range, and it takes two hits to knock down 
an opponent. 

The flying kick is effective yet also 
dangerous. If Renegade misses, he'll land right 
next to or on top of his attacker, who will 
usually knock him down immediately. To use 
the flying kick effectively, make sure Rene- 
gade is on the same horizontal level as the 
Opponent, and begin the kick when our hero 
is about two inches from the enemy. 

The back kick seems to be the most 
effective of the three maneuvers for a couple 
of reasons. This kick will work at a greater 
distance than a punch, yet it also operates 
well at very close range. As a matter of fact, 
the back kick will even succeed if an 
opponent is right on top of Renegade. But 
there is another advantage to the back kick: 
It will connect a much higher percentage of 
times than the flying kick, because the 


opponent does not have to be on the same 
level as Renegade to register a hit. 

If Renegade is grabbed from _ behind, 
immediately make a move left or right to 
elbow the attacker. If grabbed by a thug 
directly in front, first make an attack motion 
P 2PS866998886 1:59 ERMYOO8809988 
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to the lower left or right to knee the oncoming 
thug, then elbow the rear assailant. One slight 
problem here is that sometimes, even though 
the attacker is elbowed and falls down, the 
game will keep Renegade stuck as if he were 
still being held. If this happens, use the elbow 

(continued on page 142) 
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OPERATION WOLF® FOR YOUR NINTENDO ENTERTAINMENT SYSTEM® 


Now you can thrill to the 


world’s best arcade game 
| right on your Nintendo Enter- 
tainment System® Operation 
Wo/f® takes you on a prisoner 
rescue mission you'll never 
forget. Mind-blowing arcade 
quality graphics put you 
behind enemy lines where 
you must destroy the terror- 
ists and save helpless prison- 
ers. One play and you'll know 
a why It’s the world’s number 1 
arcade game. Operation Wolf® 
uses Nintendo Zapper® or 
standard controller. 

For more arcade quality fun 
at home, grab Taito’s other 
we, action packed hits for the 
fe Nintendo Entertainment Sys- 
tem® Renegade,” the fast 
i paced street-style Karate 
brawl. Bubble Bobble” the 
| totally addictive dinosaur 
delight. And coming soon, Sky 
Shark® the arcade’s meanest, 
most explosive high-flying 
World War // = battle. 


TAITO 


THE ONLY GAME IN TOWN.” 


® has evaluated the quality of these products. Licensed by Nintendo® for play on the Nintendo Entertainment System® Nintendo® Nintendo Zapper® 
and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Taito® Operation Wolf® Renegade! Sky Shark® Bubble 
Bobble™ are trademarks of Taito America Corporation. Copyright © 1989 Taito America Corporation. All rights reserved. Ad by: Qually & Company, Inc. (Chicago). 
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Cool dark glasses and bright colored treads 
Ain't complete without radical threads 
Somethin’ real wild, somethin hot 

Cool lookin’ threads to take ya to the top 
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don't forget, for your chance to win 
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Theres RAY-BANS, REE 
that's waitin for you 


Anda hot grand prize 
YOUR ENT FOR ag SEND IN YOUR ENTRY FORM TODAY. 
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To qualify for prizes, print the 
names of five Taito games here: 


1) 


Mail your entry to: “Say Rap. Say Taito. Say Yo!” Sweepstakes, P.0. Box 7768, Woodside, NY 11377 
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Telephone 
Apparel Sizes: T-Shirt. Shorts. Bias 
Age 


OFFICIAL SWEEPSTAKES RULES 


No Purchase Necessary 


1. To enter, correctly hand print the names of any five Taito 
games and your name, address and zip code on an official entry 
form or a 3”x 5” card. Mail entries to: “Say Rap. Say Taito. 

Say Yo!” Sweepstakes, P.O. Box 7768, Woodside, NY 11377. 
Entries must be received by February 1, 1990. Only one entry 
per envelope. No mechanical reproductions permitted. 
Sponsor not responsible for lost, late or illegible mail. One 
prize per family. 
2. Winners will be selected in a random drawing by the Inde- 
pendent Judging Organization, Inc., a subsidiary of 
Comart-KLP, and will be notified by mail. By entering the 
sweepstakes, entrants agree to these rules and the deci- 
sions of the judges. Odds of winning depend on the 
number of entries. Affidavits of eligibility and liability/publicity 
releases may be required for major prize winners (in case of a minor, their 
parent/guardian). Travel companion of Grand Prize winner must sign release. Void 
where prohibited or restricted by law. 

3. One Grand Prize: A five-day trip for two to New York City consisting of round-trip 

airfare from the major airport nearest the winner's residence, four nights hotel accom- 

modations, a visit to MTV studios and $1,000.00 spending money. Winners under 18 

must be accompanied by parent/guardian. Dates to be determined by sponsor. 

(Approximate Retail Value $3,500.00.) 100 First Prizes: Reebok Hi-Tops. (ARV $65.00.) 

250 Second Prizes: Sideout Sportswear “Rap Ensemble,” including T-shirt and pants. 

(ARV $65.00.) 1,000 Third Prizes: Ray-Ban Drifter sunglasses. (ARV $60.00.) No prize 

transfers or substitutions except by sponsor due to availability at time of drawing. Such 

replacement will be of equal or greater value. 

4. Open to residents of the United States except employees and their families of Taito 

Software, Inc. and their promotion agencies. 

5. For a list of major winners, send a self-addressed, stamped envelope to: “Say Rap. 

Say Taito. Say Yo!” Winners, P.O. Box 7769, Woodside, NY 11377. 


©1989, Taito America Corporation. All rights reserved. Printed in USA. Sky Shark® 
Bubble Bobble® Operation Wolf Demon Sword, A.L.C.O.N.® Rastan® Renegade® 
QIX® and Arkanoid® Il The Revenge of DOH® are registered trademarks of Taito Amer- 
ica Corporation. Taito“ Say Rap. Say Taito. Say Yo!™and THE ONLY GAME IN TOWN™ 
are trademarks of Taito America Corporation. Rambo® II! is a registered trademark of 
Carolco. Ray-Ban® is a registered trademark of Bausch & Lomb, Inc. SIDEOUT® is a 
registered trademark of SIDEOUT Sportswear. MTV® is a registered trademark of MTV. 
Reebok?® is a registered trademark of Reebok, Inc. MTV Network is indemnified and 
held harmless along with its officers, directors, agencies, employees and affiliates from 
and against any and all claims arising out of this promotion. 
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INSIDE GAMING 


WHERE [DO THOSE [DEAS 
(COME FROM? 


Writer, editor, lecturer and game designer 
Arnie Katz knows the field from every per- 
spective. Each month, his column takes 
readers inside the world of video and com- 
puter games. This time, he discusses why 
some ideas become games, while others 
never leave the notebook. 


journalist who asks so many 

questions should not fear one, 

but | do. | begin to quiver and 

quake when someone asks: 
“Wanna hear my great idea for a video 
game?” The only query more likely to drain 
the color from my face is, “Your money or 
your life?” 

Frankly, a gun-toting mugger is easier to 
handle than a friend armed with a pet game 
idea. The choice of purse or pelt is blind- 
ingly obvious alongside the one between 
hurting someone who sincerely believes 
he or she has the key to the next Subway 
Software best-seller and listening to some- 
thing | do not want to hear. 

And make no mistake, game ideas are 
the last topic | want to discuss with anyone 
outside our company. No one likes to blight 
budding creativity, but experience has 
taught that allowing friends to bounce 
game ideas off me is a no-win situation. 

Only three things can happen when a 
well-intentioned person offers an idea for a 
new game. All of them are bad: 

e Ifthe idea is flatly unusable, saying 
so doesn’t win much love. Concepts are 
subjective, so it's nearly impossible to ex- 
plain my judgment to someone who might 
not know all the ramifications of the game 
business. People tend to fall in love with 
their own ideas and don't want an outsider 
to burst the bubble. Some folks bear a long- 
standing grudge against anyone who casts 
aspersions on them. 

@ Or suppose the idea is excellent, but 
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someone at Subway Software already 
thought of it. This is especially embarrass- 
ing if the concept hasn't yet advanced to 
the proposal stage. Truth aside, what could 
sound lamer than, “Oh, that’s good, but | 
thought of it last night.” That's a good way 
to make a new ex-friend. 

Even if the suggestion duplicates a 
game concept Subway has already sold to 
a publisher, I’m not entirely off the hook. No 
matter what | say, the would-be helper will 
remember our conversation and wonder. 
When that game finally appears, the per- 
son can't help hav- 
ing at least one tiny 
thought that per- 
haps they got the 
shaft, instead of the 
gold mine. 

e The final al- 
ternative is that the 
suggestion is both 
usable and totally 
new to me—which 
is the worst possi- 
ble outcome of all! 
If | do anything with 
the idea, | would 
consider myself eth- 
ically bound to pay 
the concept's origi- 
nator. Which brings 
a slight dilemma. 
Briefly put: exactly 
how much is a raw 
concept worth? 

Every game re- 
quires a good theme, true, but it is a long trek 
from concept to published disk. Many non- 
designers wrongly believe that once there is 
a good idea, the game is practically finished. 
Unfortunately, it doesn't work that way. 

Starting with the world’s greatest idea, 
Subway Software still must write a pro- 
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Buffalo Bill’s Wild West Show and Rodeo 


by Arnie Katz 


posal that outlines every major aspect of 
the idea, draw storyboards and find a re- 
ceptive publisher. Once a sale is clinched, 
we have to write 100-250 pages of specifi- 
cations and revise as necessary during the 
implementation phase. 

So, as vital as itis to start a game with a 
good idea, the concept ends up as a very 
minor component of the project taken as a 
whole. An offer based on its true worth 
might insult someone who had visions of a 
50-50 split. 

Since | can’t pay a meaningful fee for 
concepts, | don't 
buy them. | make it 
a point never to 
use any game idea 
which someone 
has offered for sale 
to Subway Soft- 
ware. Letting a 
perfectly good 
theme sit unused is 
the kind of frustrat- 
ing experience | 
like to avoid. 

That's why | 
cringe whenever 
someone clears 
his throat to give 
me a game idea. 
Friends know bet- 
ter than to even 
raise the subject, 
and _ strangers 
obligingly freeze in 
their tracks when | 
scream, No! No! No!” while waving my 
arms like a human windmill. 

That brings up the logical question: “So, 
Arnie, where do good ideas come from?” A 
half-dozen years ago, that subject would 
have made this the shortest /nside Gaming 
on record. When designers of video games 
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Q. What do you get when you mix sharp graphics 
and sensational sound with 
unbeatable game play? 


QUADRALIEN. The mission: Find and destroy the evil 
Quadraliens who have infested Cybernetic Power Station 
ASTRA and bring the reactor back under control. Work your 
way through ASTRA's nineteen chambers with only six droids 
(each with its own unique feature) to find and destroy the 
Quadralien Mother Creature. You'll need ingenuity - as well 
as lasers! - to fight through the aliens and maze-like corridors 
of ASTRA. Strategic thinking, a 
puzzle-solving mind, and a quick 
trigger-finger are all required, so 
take your time and plan your 
moves. But you'd better hurry - the 
temperature's rising toward a 
meltdown of cosmic proportions! 
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STARGOOSE. The equipment: The new top secret 
fighter, codename STARGOOSE, packed to the hilt with every 
weapon imaginable. The assignment: Steal the power crystals 
from the eight cities on the planet NOM. But watch out! The 
rolling landscape is covered with machine gun nests, laser pill — 


- boxes, automatic rocket launchers, and pre-programmed robot 


attack vehicles. Fuel and ammo will go like crazy, so be ready to 
steal more from the storage tunnels 
under the cities. Absorb yourself in 
spectacular 3D graphics, as you 
climb, dive, dodge and twist your way 
along the alien landscape. The aliens 
await your attack. Come back with 
the jewels or don't come back at all! 


IBM - $39.95 Amiga & Atari ST - $29.95 
Available from fine software dealers or call 1-800/826-0706 


New From 


SPINNAKERN. 


needed a new idea, they knew just what to 
do: Grab a bunch of quarters and visit the 
nearest arcade. 

Swiping ideas from the family amuse- 
ment centers was no Clandestine act, ei- 
ther. In view of the industry's current 
sensitivity about software piracy, it is inter- 
esting to note its past indifference toward 
flagrant idea thievery. Interviews with soft- 
ware designers/ 
programmers often 
contained refer- 
ences to the spe- 
cific arcade games 
they pillaged for 
their latest cre- 
ations. 

Controversy sur- 
rounds copyright 
protection for elec- 
tronic games. Dur- 
ing the last decade, 
ithas proven hard 
to invoke the law to 
safeguard video 
and computer pro- 
grams. Unless the 
Culpritis careless 
enough to steal the 
whole thing virtu- 
ally unchanged, the 
courts are seldom 
knowledgeable 
enough to confirm the charges and provide 
judicial relief from rip-off artists. 

Whether due to stronger enforcement 
or loftier ethics, this is no longer the fa- 
vored method for acquiring concepts. The 
connections between the coin-op and 
home markets are so numerous that li- 
censing has superseded “borrowing” in 
most cases. 

Like most other creative people, design- 
ers depend more on dogged persistence 
than inspiration. Good ideas sometimes 
strike when least expected, but most of the 
best are methodically culled from lesser 
possibilities in a continuing quest for 
game-worthy notions. 

There is no pat formula for generating 
successful concepts. A game designer 
simply channels the creative energy to 
games which other artists turn toward 
paintings or poems. 

Doesn't that sound mystifyingly meta- 
physical? | thought it read a lot better 
than,”"We shriek ideas at each other until 
one of us drowns out the other two.” Both 
are true. If | could explain the transforma- 


Ringling Brothers Circus Games 
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tion of a bunch of facts into an artistic pro- 
duction, our editor would add “philosopher 
and sage’ to the introduction that began 
this column. 

Brainstorming with my partners, Bill 
Kunkel and Joyce Worley, yields more new 
ideas than any other approach. There's ac- 
tually more than one type of design meeting, 
depending on whether it is a free-form quest 

for concepts or a 


- ff tightly targeted 
i BANAL search for a spe- 
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cific type of contest. 


Unfortunately, 
brainstorming does 
not come with a 
money-back guar- 
antee. Sometimes, 
it's a lot of tumult 
and shouting over 
practically nothing. 
The worst part is 
that there's no way 
to tell how the ses- 
sion’s going until 
it's over! One 
night's golden con- 
cept can look like 
tarnished brass in 
the clear light of 
the next morning. 

How erratic are 
these skull ses- 
sions? Well, one three-hour burst at a Con- 
sumer Electronics Show gave us Ringling 
Brothers Circus Games (Box Office), Mat 
Mogul (Capstone), Buffalo Bill's Wild West 
Show and Rodeo (TyneSoft) and several 
other marketable ideas which can't be dis- 
cussed. One evening of intense work kept 
Bill, Joyce and | busy for many months. 

On the other hand, we once spent an 
evening on a notion which began its 
stunted life as Hitler in the Alps on Skis. We 
knew it had no commercial potential, but 
we couldn't resist the challenge of con- 
cocting a marketable game about the most 
detestable man in history. 

Like three moths caught by a headlight, 
we became helpless prisoners of our own 
creativity. In a mania, we reworked it to 
Hitler Saves the World. |n this demented 
adventure, the computerist becomes Adolf 
Hitler. A time-traveling freedom fighter 
whisks him to a future dominated by super- 
Nazis. Hitler's puny physique brands him 
an undesirable and forces him to fight 
against this tyranny of tomorrow. When the 
fever ebbed, we gave this atrocious idea a 


simple burial at sea, courtesy of the bath- 
room toilet. 

The most innovative themes come from 
brainstorming, but these ideas are fre- 
quently the hardest to sell. A dozen compa- 
nies passed on MicroLeague WWF 
Wrestling (MLSA for IBM PC, Amiga, Atari 
ST and Commodore 64) before Paul Kelly, 
then-vice-president of MLSA, saw the po- 
tential of a strategy contest with digitized 
images of Hulk Hogan and other ring stars. 

Meetings with software publishers are 
a Surprisingly fertile source of ideas. Noth- 
ing unleashes my powers of imagination 
like a do-or-die chance for a quick sale. 
The stimulation of nonstop shop talk can do 
miraculous things. Intense meetings can 
produce a peculiar mental state in which 
games seem to write themselves across 
my brain in flaming pixels. It's an exhilarat- 
ing, if brief, feeling. Now, if | could get a 
thought-activated word processor for 
those rare moments... 

Our agent, Barry Friedman of the Inter- 
national Computer Group, is another impor- 
tant source of concepts. He has a knack for 
finding open niches and assembling cre- 
ative and marketing teams to fill them. It’s 
nota “sure thing,” like an assignment from 
a publisher, but ICG projects have a way of 
turning out artistically satisfying and finan- 
cially rewarding. 

Getting a concept ona platter froma 
publisher lies at the other extreme from 
conjuring one out of thin air. Several com- 
panies have approached Subway Soft- 
ware with a license already in hand. That's 
what happened with Superman: Man of 
Steel (Tynesoft/ Capstone for most com- 
puters) and Star Trek: First Contact (Simon 
& Schuster for most computers). 

The hardest thing about inventing a 
concept for a license is pleasing its own- 
ers. Some companies, like Paramount, are 
tough but fair. They won't approve anything 
that doesn’t accurately mirror the original 
material, but they are quick to approve a 
good job. 

Popular culture is the raw material. Ev- 
ery fad doesn't instantly convert into a 
playable game, but it's a place to start. Any 
theme that captures the fancy of a sizable 
portion of the public’s eye may have some- 
thing that can serve as the skeleton of an- 
other game. 

Next month, I'll continue this discussion 
of game ideas with my picks for the ten 
most significant video and computer 
games of all time. See you all then! & 


VG&CE W NOVEMBER V_ 1989 


* NO CLUBS-NO MEMBERSHIPS * 


Featuring 


MasterCard 
al 


VIDEO GAMES 
* Check 


* Money Order 


To order call toll-free: 


1-800-446-PL 


ADVENTURE ISLAND 39.99 HEAVY BARREL * RAMBO 39.99 
ADVENTURE IN DISNEYLAND 44.99 HOLLYWOOD SQUARES 42.99 RAMPAGE 42.99 niet ae trp Jr a: 
ADVENTURES OF LINK 42.99 HOGANS ALLEY 29.99 RBI BASEBALL 42.99 WHO FRAMED ROGER RABBIT? 44.99 
ADVENTURES OF LOLO 39.99 HOOPS 44.99 RENEGADE 36.99 ED apres e 
ADVENTURES OF TOM SAWYER * ea hee RESCUE RANGERS * aren GUNMAN 29.99 
AIR FORTRESS * ICE HOC : RING KING 36.99 * 
AIR HAWK . INDIANA JONES AND THE RIVER CITY RANSOM . WILLOW 
AIR WOLF 44.99 TEMPLE OF DOOM 44.99 ROAD RUNNER ~ WIZARDS & po 48-39 
AMAGON 39.99 INFILTRATOR * ROBO cop 44.99 WORLD —— TRACK — 
ANTICIPATION 35.99 IRONSWORD . ROBO WARRIOR 37.99 ee intel (3D) 32.99 
ATHLETIC WORLD 39.99 IRON TANK 39.99  ROLLERBALL 44.99 WRESTLEMANIA 44.99 
BAD DUDES 44.99 JACKAL 38.99 ROLLING THUNDER . XENOPHOBE 39.99 
BASEBALL 29.99 JAWS 38.99 = RUSH'N ATTACK 32.99 XEVIOUS 37.99 
BASEBALL STARS * JEOPARDY 38.99 RYGAR 36.99 XYBOTS ® 
BASES LOADED 42.99 JEOPARDY Jr. 38.99 SATELLITE * 
BATMAN ‘ JOHN ELWAYS QUARTERBACK 44.99 SEICROSS 39.99 * GAMEBOY * 94.50 
BATTLEFIELDS OF NAPOLEAN * JORDON VS BIRD ONE ON ONE * SESAME ST. ABC 34.99 
BAYYOU BILLY 44.99 a — ares SESAME ST. 123 34.99 
BIG FOOT * ' . ! aa 720 DEGFEES ® 
BIONIC COMMANDO 42.99 penis KID igs SIDE POCKET 39.99 Sane SESES TEE 
BLACK BASS 11 * ‘ ° SILENT SERVICE * 24.99 
BLADES OF STEEL 39.99 RD SRAnS 33.99 STLK WORM * rae 24.99 
BLASTER MASTER 44.99 KID KOOL * SIMONS QUEST 42.99 SUPER MARIO 24.99 
BOMBERMAN 39.99 KIN NIKI 39.99 SHOOTING GALLERY * TENNIS 24.99 
BREAK THRU 39.99 KING OF THE BEACH * SHOOTING RANGE 39.99 MANIACS MOTOCROSS 28.99 
BUBBLE BOBBLE 37.99 Satur RIDER 44.99 oye ~. DIE cg 
BUGS BUNNY * U 29.99 KY KI : ACCSSSORIES 
BUMP'N JUMP 34.99 KUNG FU HEREOS 44.99 SOCCER 32.99 
SURGEARINE 29,99 LEGACY OF THE wrzano oe oo 33:33 BANOAT SUPER cowrnoLLin $99 
reals LEGEND OF ZELDA 38.99 SPY HUNTER 36.99 BANDAI MEGA COMROLLER 46.99 
CALIFORNIA GANES vee LEGENDARY WINGS 36.99 SPY vs SPY 1 39.99 BEESHU JAZZ STICK 23.99 
CALIFORNIA RAISINS 44.99 , ve ‘ BEESHU ULTIMATE SUPERSTICK 36.99 
CAPTAIN SKY HAWK * LIFE FORCE 37.99 SPY vs SPY 11 43499 BEESHU WIRELESS ULTIMATE . 
CMSTL evans ~—— ents RUNNER 32.99 STADIUM EVENTS 32.99 supercon — 
CAT RUNNER : ei aaa 8 ae ts 39199 ACCLAIM WIRELESS REMOTE CoWTROL 32°33 
CHESTER FIELD 37.99 MAGIC JOHNSON'S FAST BREAK . STAR TREK V 44.99 BEEAHU ZINGER CONTROLLER 12.99 
CLASH AT DEMONHEAD * HAGIC OF EHARRAZAD ~ ; ; BEESHU ZIPPER CONTROLLER 13.99 
STAR VOYAGER 37.99 
COBRA COMMAND 44.99 MAJOR LEAGUE BASEBALL 39.99 STAR SHIP HECTOR * BEESHU ZOOMER STEERING WHEEL 44.95 
COBRA TRIANGLE 42.99 . CAMERICA FREEDOM PAD 34.99 
COMMANDO rr oe peace 42.99 CAMERICA FREEDOM STICK 62.99 
CONTRA 39.99 MARIO BROS ~- STRIDER 44.99 CAMERICA GIFT PAX 
CYBERNOID MARVELS X-MAN oa SUPER DODGE BALL 42.99 (2 PREEDOM STICKS) 119.99 
DANCE AEROBICS 39.99 MiSY Renee 44.08 SOPER Bane Gn : CAMERICA SUPERSONIC JOYSTICK 54.99 
DEADLY TOWERS 39.99 MEGAMAN 2 SUPER SARTO. BAGS 29.99 CAMERICA VIDEO BLASTER 25.99 
DEFENDER 11 35.99 hed y eens BROS. DOC'S FIX A GAME 8.99 
DEESSUES OF THE ‘CRONE 49.99 METROID 1.83 SUPER PITFALL 3299 (CLEANS ALL YOUR VIDED GAME CARTRIDGES) 
DONKEY KONG CLASSICS 34.99 eto celal * SUPER SUSHI PINBALL * HYPERSTICK 36.99 
as MIKE TYSON'S PUNCH OUT 34.99 SUPER SPRINT = NES ADVANTAGE 44.99 
name — - aheoe MILLIPEDE 34.99 SUPER TEAM GAMES 37.99 VIDEO SHOOTER CORDLESS ZAPPER 29.99 
> MION'S SECRET CASTLE 42.99 SUPERMAN 42.99 
sole an ged MONSTER PARTY 44.99 TAG TEAM WRESTLING 32.99 HARTZELL NINTENDO GAME HOLDER 23.99 
BRROGD RADREOR a a fe ene ‘5s Rumcon Genet mize 3.99 
: 42.99 W é ANS 4 GAMES) 5.9 
ae el args NFL FOOTBALL 44.99 TECMO WORLD WRESTLING * SUNCOM DOCKING BAY STORAGE CASE 
SLEVANGR Keren ag 56 NINJA GAIDEN 44.99 TEENAGE MUTANT NINJA TURTLES 44.99 (HOLDS 20 GAMES) 22.99 
EMPIRE CITY 1931 rs NINJA TARO ¥ TERRA CRESTA 39.99 CURTIS GAME CADDY (HOLDS 10 GAMES) 4.99 
EXCITEBIKE 29.99 NOBUNAGA'S AMBITION * TETRIS 42.99 CURTIS SUPER EXTENDO CABLES 9.99 
7 OPERATION WOLF 42.99 THE GAURDIAN LEGEND 42.99 NINTENDO T-SHIRTS (ASSORTED) 
ce Buses on 28 OTHELLO 39.99 THE LEGEND OF ZELDA 38.99 CH LORENS 6.99 
: = PACMAN 37.99 THE LEGACY OF THE WIZARD 44.99 ADULTS 7.99 
FIST OF THE NORTH STAR 44.99 PAPERBOY 42.99 THREE STOOGES = HATS-NINTENDO & MIKE TYSONS 
FLYING DRAGON “ PASSWORD 42.99 THUNDER BLADE 36.99 PUNCH OUT! SUPER MARIO & ZELDA 4.99 
FLYING DRAGON 11 * PEBBLE BEACH 39.99 | THUNDERCADE . NINTENDO PINS- 
bo FORCE big PINBALL 29.99  TIGER-HELI 37.99 (ASSORTED CHARACTERS & DESIGNS) 1.99 
. PINBOT * TIME LORD % NINTENDO KEY CHAINS 2.49 
ie tes oes sagt POLICE ACADEMY * TO THE EARTH ‘ MARIO BROS. SLEEPING BAG 29.99 
P.O.W. 44.99 TOP GUN 39.99  WNINTENDOS LUNCH BOX & THERMOS 7.99 
GHOST 'N GOBLINS 36.99 PRICE IS RIGHT * TOWN AND COUNTRY SURF DESIGN 37.99 
GLADIATOR GRID * PRO AM RACING 36.99 TRACK AND FIELD 11 42.99 
GOAL 45.99 PRO BASKETBALL * TRICK SHOOTING * 
GODZILLA & PRO WRES'TLING 34.99 ULTIMA 49.99 
GOLF 29.99 Q' BERT 35.99 VEGAS DREAM x 
GOLGA 13 44.99 QIX * VINDICATORS * 
GUERILLA WAR 44.99 RACKET ATTACK 44.99 VOLLEY BALL 29.99 
GUN SMOKE 35.99 RAD RACER 34.99 
GYRUSS 36.99 RAID ON BUNGLING BAY 32.99 < 
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WE WILL RESERVE NEW TITLES FOR YOU 
BEFORE THEY ARE RELEASD 


WE ALSO CARRY A WIDE SELECTION ON SEGA & ATARI GAMES 4 ACCESSORIES Nintendo tsa istered T, mark of Nintendo of 
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SUPREMACY 
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World Conquest Board 
Game Fought in 
the Nuclear Age 


Use airborne and amphibious 
assaults to Surprise the enemy or 
launch nukes to obliterate them. 


Laser Stars give you a high-tech 
edge against the constant threat of 
nuclear war. 


More challenges for the Battle- 
Tested Field Marshall. Once you've 
mastered the basic game, you can 
add these exciting expansion sets: 
Warlords and Pirates of the Neutral 
Zones; Neutron Bombs, Killer Satel- 
lites, Missile Silos and Spaceports; 
and the High-tech Edge for Con- 
ventional Forces. 

FREE COLOR CATALOG 
Call Toll Free 1-800-333-0589 
24 hrs/7 days 
At better game stores worldwide 
Supremacy, 425 Statler Towers 
Buffalo, NY 14202 
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Call/Write for our 
FREE Catalog 


Wanted 


Nintendo Cartridges 


Send your used cartridges and receive 


$11.00 per Game 


Some cartridges are worth even more, but you must 
WAITE for our FREE Current Price List or Send $1.00 
and receive our Price List and a coupon good for $5.00 
OFF any purchase. We will subtract $2.00 for each 
missing box, $1.00 for missing instructions, $.50 for 
missing slipcase and $3.00 for any cartridge we have to 
return to you. We reserve the right to refuse any order 
or purchase. 

Nintendo is a registered trademark of Nintendo of America, Inc. 
BRE Software is an independent retailer and is no way affiliated 
with any of the companies whose products we carry. 

Prices are subject to change without notice. 


We also Sell New and Used 
Nintendo Cartridges 


Call (209) GETGAME for 
Price and Availability 


We ship FAST. In stock items shipped within 48 
hours. We ship daily. Receive your cartridges in 
2-4 days (with UPS 2nd Day Air Service) or 5-8 
days (Ground), not weeks. Call for fastest service. 


BRE Software Dept. VG 
352 W. Bedford Ave, Suite 14 
Fresno, CA 93711 

Information Line: (209) 432-3072 
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Your first issue will arrive in 6 to 8 weeks. 


Foreign—add $7 for postage. Offer expires JANUARY 31, 1990 


QUESTION & ANSWER 


Gamedom’s Answer Man 


he questioning masses are 

gathering at my door, so let's get 

right down to the business of 
calming gamedom’'s fevered brow. 


Q: It seems that every ad I read for 
computer games describes,the best 
graphics and best sounds. I am con- 
sidering buying some sort of entertain- 
ment computer system. Could you 
please shed some light as far as 
graphics and sounds are concerned? 
Also, would this apply to an IBM on a 
big-screen TV? 
—Ron Schulz 
scotts, MI 


A: I want you to know I brought in a 
consultant on this case, Ron: Jim Nan- 
gano, head honcho of Up Front Soft- 
ware, who gave me a quick briefing on 
the color and resolution question. I'‘ll 
deal with sound later. 

The C-64 offers 16 colors and a maxi- 
mum resolution of 320x200. The Atari 
ST, in low resolution mode, also offers a 
maximum 320x200, with 16 colors from 
a palette of 256. The Amiga boasts 
640x200 resolution and 32 colors from 
a palette of 496. The IBM PC, in EGA 
mode, has 16 colors and a 640x200 
resolution. 

I suspect this raw data is somewhat 
confusing. Certainly, games on the ST 
look better than games on the C-64, yet 
the graphic capabilities seem identical. 
Not so. The big difference is color distri- 
bution. At maximum res (320x200), the 
C-64 is limited to two colors in an 8x8 
pixel grid. In the 160x200 mode, that is 
doubled to four colors. The ST, mean- 


by The Game Doctor 


while, is not limited in its application of 
colors, and so games on that system 
have a vibrant quality due to the lav- 
ish use of those colors. 

Soundwise, the C-64 remains a limit- 
ed system due to its use of the SID chip, 
which must attempt to recreate sounds 
and music within a limited palette, The 
ST’s onboard sound chip is also years 
past state of the art, but the computer's 
ability to use digitized sound effects and 
music help compensate. The ST also 
has a built-in MIDI port which opens up 
additional possibilities in terms of musi- 
cal capabilities. 

The IBM PC is a problem. The only au- 
dio comes from a tiny, on-board speak- 
er which can be supplemented by 
speaker systems (such as Covox’s 
Speech Thing) or sound boards, such as 
the Ad Lib and Roland boards. Sound 
boards produce significantly improved 
audio but they are also expensive, 
while speakers amplify, but do not sig- 
nificantly enhance audio output. (For a 
more detailed look at the available au- 
dio peripherals for computers, VG&CE 
will be running a major article on this 
subject in an upcoming issue.) 

Disregarding resolution, color capa- 
bilities, audio parameters and all that 
stuff, and going by expert eye and ear 
alone, the Doc will now offer his own 
personal ratings on the top home com- 
puters: 

eThe Amiga represents the top of the 
line in terms of sound and graphics with 
a 10 out of 10 in both categories. 

eAn IBM with VGA and a Roland or 
Ad Lib sound board gets a 9.5 for 
graphics and a 9 for sound (music is 


Tells All! 


great but sound effects are often 


_ abrasive). 


eAn IBM with EGA and no sound en- 
hancement rates an 8 on graphics and 
a 3 on sound. 

eThe Atari ST gets high marks for 
graphics—a solid 9—but falls to a 6.5 for 
sound. 

eFinally, the C-64 rates a 6 for graph- 
ics and a 6 for sound. 

And if you think I’m going to com- 
pare video-game systems now, forget 
it! I've got other patients to see nght 
now. 


@: I would like to know who I would 
contact if I have an idea for a video 
game. I do have confidence in my 
idea. I firmly believe this is going to be 
a number-one arcade smash. If they 
were to accept my idea, what would 
be the price range they’d buy it for? 
—Jason T. Haynes 

Irvington, KY 


@: I would like to become a video- 
game designer. I have hundreds of 
ideas for games. I was wondering if 
you knew of any good, recent books 
that tell you how to design, make or 
program video or computer games. 
—Kyle Wilcoxen 
Olathe, KS 


A: The number of petitioners with video- 
game and computer ideas swells with 
each new batch of mail. It is important 
to realize, however, that “having an 
idea,”’ even if it is the most singularly 
brilliant concept since Pong, is unlikely 
to result in a major financial windfall or, 
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QUESTION & ANSWER 


for that matter, even a sale. Very few 
publishers are interested in ‘‘ideas”’ or 
‘concepts.’ Not to denigrate your ideas, 
but gamers who believe they have the 
next great game-design idea are as 
common as moviegoers who feel they 
could direct the greatest film ever made 
or TV viewers who believe they have 
the next All in the Family or Dallas per- 
colating on their back bummer. 

Publishers are interested in two forms 
of submission: design specs and 
programming samples. A design spec 
is anywhere from five to a dozen pages, 
which details the nature, play mechan- 
ic and visual presentation of your game 
idea. Publishers greatly prefer to actu- 
ally see the game you are proposing, 
so a disk with even a non-interactive 
demo of the basic playfield will almost 
certainly get you a hearing. 

As for tutorials on the subject of 
designing games, the closest thing: the 
Doc knows of is Chris Crawford's excel- 
lent Journal of Computer Game Design, 
which is published on a bimonthly ba- 
sis. This newsletter is nothing special to 
look at, but many of the leading 
designers and programmers contribute 
to it on a regular basis. This is heavy 
stuff, folks, but for serious would-be 
designers, it is all but indispensable. A 
subscription costs $30 a year from 5251 
Sierra Road, San Jose, CA 95132, There 
are dozens of books available on the 
subject of programming, and the latest 
innovations are generally discussed in 
the various system magazines (such as 
our sister publication ST-LOG). Be sure to 
read this month’s Inside Gaming for 
more about game ideas. 


@: After reading your column in past 
issues of VG&CE I was glad to see that 
there is finally someone out there who 
is able to answer my questions on vid- 
eo gaming. 

What I’ve been wondering is, with 
all the commotion concerning NEC’s 
TurboGratfx-16 and Sega’s Genesis, 
reviewers have neglected to mention 
any ‘‘next generation’’ game system 
from Nintendo. 

Rumor has it that a ‘‘Super Fami- 
con’’ was just released in Japan. I 
realize that it takes time for an Ameri- 
can version to be made, but what’s the 
problem? Nintendo’s own game coun- 
selers won’t even give me a ‘‘yes’’ or 
‘*no’’ answer. Are there no thoughts of 
bringing out a system that would be 
able to compete with these new 


machines on a 16-bit level? 
—John Oles 
Wrentham, MA 


A: Yes, John, there is a 16-bit Nintendo 
system, but I wouldn't hold my breath 
waiting for it on this side of the Pacific. 
Nintendo obviously believes that there’s 
still life in the original NES and is reluc- 
tant to introduce the next generation 
system at this time. Since Nintendo isn't 
even talking about a 16-bit system at 
this time, I would say it is all but impos- 
sible that this “Super NES” will reach 
these shores before mid- to late-1990 
and, if Nintendo gets its way, maybe 
not even then. 

Last Licks: 

e We've got a special reader request 
from Leward Bourda Jr. who is trying to 
recall the name of a coin-op game he 
played back in 1983. According to 
Leward, the player-character resembles 
a monkey and faces off against Count 
Dracula, the Frankenstein monster and 
a chameleonlike character. The mon- 
sters are defeated through the use of 
rods, which must first be touched by 
light in order to be activated. The Doc 
even went so far as to consult with Roger 
Sharpe, coin-op expert, author of the 
definitive volume on pinball machines 
and currently director of marketing with 
Williams. Roger thought the game idea 
sounded superficially like Wacko, a Bal- 
ly coin-op from that era. There were 
also similarities to a pair of Sega games, 
Congo Bongo and Monster Bash. So let 
us know, Leward: was it one of these? 
Perhaps one of our readers is already 
nodding with recognition and can help 
us out here... 

eChris Purviance, phone home! The 
Doc has located a source for Vectrex 
game cartridges! Send me a stamped, 
self-addressed envelope, and I'll get the 
information night out to you. 

eJames and Rhea Meurer are sii 
having trouble booting software using 
the V-Max fastload program—and no, 
they don’t have another fastload car- 
tridge in their C-64, so I lose that bet. Ill 
try to get this one worked out by next 
issue, folks! 


Speaking of next issue, if you‘d like to 
see your question asked and (we hope) 
answered, send it, along with any com- 
ments you might have, to: The Game 
Doctor, P.O. Box 020-541, Brooklyn, NY 
11202, and I’ll see you all then! 


(continued from page 130) 


or jump move to free Renegade. 

The last move can be the most important 
of the game. The crouch punch is used to hit 
a floored attacker. Although it’s a dirty move, 
it's the key to survival. On these streets Ren- 
egade will find it next to impossible to knock 
down the gang leader in the allotted time 
using only kicks and punches. Instead, hit him 
with a kick and immediately position Rene- 
gade with his knees over the thug’s stomach 
area. The game is a bit fickle here and will 
land a crouch punch only if Renegade is in 
this area. Once positioned, hit the button and 
watch the leader’s energy level rapidly de- 
crease. If it does not, Renegade is not 
positioned correctly, and the player should 
move out of there immediately. If Renegade 
does not move in time, the leader will get up 
and knock our hero down before he can 
respond. 
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A Word on the Levels 

Level 1 is pretty straightforward. Simply 
fight hand-to-hand and remember to take out 
the thugs wielding weapons first. 

At the start of Level 2, the street gang 
comes at Renegade on motorcycles and 
attempts to run him down. The secret here 
is to get on the same horizontal level as a bike, 
run at it and use the flying kick about one 
inch before Renegade hits the front wheel. 
This knocks the attacker off the bike. Once 
they're all dethroned, the game proceeds in 
a manner similar to Level 1. 

The women on Level 3 carry whips which 
have a slightly longer range than the 
nunchucks; otherwise, everything is the same. 
Level 4's gang is a bit tricky because they 
come out three at a time and attempt to 
surround Renegade. Here, our hero must keep 
moving and use the back kick to take out the 
guys who try to sneak up from behind. 

Level 5 is actually not as bad as Level 4. 
Just remember to use the back kick wher- 
ever possible. Once you down Mr. Big, don't 
waste time. Immediately jump on him, and 
pound his ugly lights out. 

—F.T. 
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Somewhere in the desolate and freezing wastes of the North Atlantic, between Iceland 
and the Kola Peninsula, a Soviet battle fleet is lurking, ready to pounce on its prey. 


As NATO Task Force Commander you must deploy your fleet of submarines, ships, and 
aircraft to locate, engage and defeat the Kremlin's finest. 


Produced by Larry Bond, noted co-author of “Red Storm Rising” and Naval Analyst, 
Harpoon portrays the superpowers final confrontation. Now it's up to you. 
With graphics that make everything else look like finger painting, and 
an arsenal of weaponry that comes up to your armpits, Harpoon’s non- 
stop action, relentless intensity and chilling responsibility will leave 
you gasping. Itsmorethanameregame—itsacurrentevent! sw a 


NATO VS USSR. 
THE ULTIMATE CONFRONTATION. 
SEE IT THROUGH MY EYES. 


NOW SHIPPING 


COMPUTER GAMES 


REVIEWS 


Battlelech: 
The Crescent 


Hawk’s 
Inception 


Infocom 


Versions: Amiga ($49.95), Apple II ($49.95), Atari ST 
($49.95), Commodore 64 ($39.95), IBM PC ($49.95) 


ar is a way of life in the 31st century society of Battle- 
Tech: The Crescent Hawk’s Inception. Five powerful 
houses are locked in a struggle for control of the Star 
League in this science-fiction role-playing game derived from the 
Battlelech universe that has inspired countless comic books, car- 
toons, nonelectronic games and other licensed spin-offs. 

As Jason Youngblood, the scion of a proud and noble family, the 
player assumes the duties and challenge of a MechWarrior cadet. 
Although Jason starts the adventure with little more than good 
health, a fine pedigree and 50 credits, he gains competence through 
training and experience. 

During BattleTech, Jason learns to control the BattleMechs, un- 
dertakes training missions with the 30-foot-tall fighting robots and, 
finally, defends the House of Steiner from attack by the House of 
Kurita. It isn't nearly as hard to master as some of Infocom’s older 
text epics, but most gamers are apt to find it a lot more exciting 
to play. 

The main display screen of this menu-driven RPG is sectioned 
into thirds. The large area on the right shows a modified overhead- 
perspective view of the character and immediately surrounding ter- 
ritory. The usual color illustration is sometimes replaced by text 
describing encounters or the special map. The latter is automati- 
cally created by the program during the course of the game and 
shows a much more extensive territory in somewhat limited detail. 

The upper left-hand window's main function is to keep track of 


movement and other activities. It indicates the direction Jason has 
traveled in each of the last few turns and reports the blow-by-blow 
progress of every battle. As in most Infocom products, there is a 
choice of three levels of description, ranging from lengthy exposi- 
tion of every nuance of combat to a terse report of the outcome 
of the fight. Sometimes drawings replace this purely textual output. 
During movement, non-animated color illustrations give close-ups 
of major points of interest. Periodically, Manga-like non-interactive, 
animated sequences of futuristic warfare pop up between rounds 
of fighting to enhance this phase’s visual impact. 

The Manga interludes, like the rest of the artwork, are quite good, 
though the battle scenes grow repetitive after several runs through 
the adventure. Fortunately, the Westwood Associates design team 
lets the user regulate the frequency of the intrusions. It is even pos- 
sible to skip the comic-book stuff altogether, if desired. 

The lower-left window summarizes important character data, in- 
cluding bar graphs of Jason's three basic attributes: body, dexterity 
and charisma, in addition to the state of the hero's bank balance. 
The adventurer picks “Inspect Character” from a menu to obtain 
a fuller description of any character in the party. 

Jason's performance is partially governed by seven second at- 
tributes. Gunnery and piloting, the main talents needed to control 
a BattleMech, are stressed, but there are advantages to studying 


Piloting your Bat- 
tleMech robot, you 
can use the selec- 
tion menu to help 
you defend the 
House of Steiner 
from the rival 
House of Kurita. 


Infocom, recog- 
nized more for their 
text-based adven- 
tures, has brought 
a graphic game to 
the computer with 
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le —Major “Wild Bill” Stealey 


President, MicroProse 


Enter ‘‘The Major's s Mission” Contest _ to win a fabulous Caribbean vacation, 


and take off to the Caribbean! or one of 135 other awesome prizes! 
___ Just ask your retailer for details on So enter now. The Major is counting 
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of MicroProse Software, Inc., Stooker & 
Quinn, Inc., their affiliates and members 
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bow, blade, pistol, rifle, medicals and technicals. 

The control system is unusually flexible. For most brands of home 
computers, the player can choose among a controller-activated 
scheme and two keyboard-oriented setups. The controller (or the 
numeric keypad) governs movement. The user highlights and con- 
firms selections from menus to instruct Jason to carry out other 
commands. 

The documentation covers the play mechanics adequately, but 
it can only offer a sliver of the rich tapestry already created for the 
BattleTech universe. There is enough information to understand the 
broad outline of this world, but not enough to make it truly come 
alive for the gamer. Those who want to get more out of the game 
might want to check out the Comico comic-book series. 

Infocom has shucked its stodgy image with more action and bet- 
ter graphics, but the publisher may have aimed above the heads 
of its potential audience. The RPG could prove too sophisticated for 
the youngest BattleTechies, though veterans of Infocom’s earlier text 
adventures should not have much trouble finishing It. 

Battlelech: The Crescent Hawk's Inception is more entertaining 
and accessible than anything Infocom has released in the last two 
years. It is recommended to those who have already visited the 31st 
century in other media, and it is also worth a look by anyone who 
dotes on combat-heavy science-fiction adventures. 

—Arnie Katz 


Mediagenic, 3885 Bohannon Dr., 
Menlo Park, CA 94025; (415) 329-0500. 


SimCity 


Versions: Amiga ($44.95), Commodore 64 ($29.95), 
IBM PC ($49.95), Macintosh ($49.95) 


he best games are often those which break from previous 
themes for a totally new gaming experience. This is cer- 
tainly true for Maxis’ SimCity, where the player is elected 
mayor of a city of his own creation. Turning a small town into a 
thriving metropolis is quite a task, and it quickly engrosses the player 
in the life of his own community. 

The player chooses one of the fixed scenarios or starts a city 
from scratch. Building a new city requires a decision about its place- 
ment. Possible sites are presented one at a time until an accepta- 
ble location is chosen, and the game begins. 

The main goal of the mayor is to get simulated people, or sims, 
to move to the city. To accomplish this, the mayor must zone the 
land, construct various municipal buildings, build roads and mass 
transport and provide a power grid for the entire operation. Zoning 
the land is the most important aspect of the game. Three principle 
types of zones exist: residential, where the sims live; commercial, 
where they shop; and industrial, where they produce goods for ex- 
port. If and when these elements are in proper balance, the city 
attracts new residents. 

In any town, a zone is pretty useless unless it is connected to 
both the power grid and the road network. Both cost a significant 
portion of the city’s revenue to operate, so care must be taken to 
lay them out in the most efficient manner. The power grid is sup- 
plied by one or more power plants, either nuclear or coal. Though 
a nuclear plant costs more and risks a meltdown, it powers three 


times the number of zones as a coal plant. 

While this could be the extent of the player's involvement, many 
more options are available. Once the zones and their interconnect- 
ing grids are set up, the sims begin to move in, build up the areas 
and clog the roads. Just as in real life, it may become necessary 
to bulldoze an extremely busy road section to replace it with high- 
speed rail. The sims have their own criminal element, so police sta- 
tions must be constructed to keep crime down. Fire stations can 
be constructed to limit the damage of raging fires or prevent them 
altogether. Sports stadiums, seaports and airports can also be con- 
structed to increase the city’s growth. In fact the sims may actual- 
ly demand these facilities at certain points, moving away if they 
are not provided. 

All this is challenging enough and even a little exciting, but where 
would we be without a tragedy now and then? Periodically, dis- 
asters occur in the city. Seaside areas may flood, a tornado or fire 
may strike or Godzilla may even attack. Each is triggered by a different 
set of conditions, and some occur randomly. 

Money is vitally important. A player begins with between $5,000 
and $20,000 depending on the difficulty level selected. Each action 
costs money, and this pool is only replenished by revenues from 
city taxes. Lowering taxes from the initial rate can increase town 
growth, but also decreases city revenues. Increasing taxes, while 
providing an initial boost in income, can cause the sims to flee in 
droves, quickly emptying the city. 

Several different windows are used during game play. The maps 
window shows an overview of the entire city. From here, the may- 
or can examine many aspects of his city’s growth. These range from 
a simple portrayal of the road network to a color-coded view of the 
city’s growth areas (on computers capable of displaying them) to 
the effective areas of police and fire coverage. The editor window 
shows a close-up view of the current section of the city viewed 
and can be freely scrolled about. It is here that actual zoning and 
construction is performed. 

The graphs window provides a look at how the city has done 
over the last decade or century. Graphs show the growth in the 
various primary zones, the levels of crime and pollution, as well as 
actual city revenues. The budget window allows the mayor to set 
the city’s economics for the upcoming year. His Honor can view 
projected or actual income, then allocate funds to the police, fire 
and transportation departments. 

The graphics in every version of SimCity take advantage of the 
host machine's capability. The exact layout of each window varies 
with each machine but is basically consistent and easy to under- 
stand. The primary information is shown in the center of the win- 
dow and takes up the most room, while any legends and available 
options are displayed along the edges. 


Building a city from 
scratch is no easy 
task, but Maxis’ 
SimCity simplifies 
the process of be- 
coming mayor. 


In addition to the design-your-own scenario, SimCity comes with 
eight preset cities complete with imminent disasters. These really 
test a player's ability and should only be attempted by experienced 
users. 

The manual not only explains the details of game play, but also 
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Introducing F-15 Strike Eagle Il. eunes 


Get right into the action! More 


The explosive dogfights and heart-pounding 


thrills than ever before! 


sequel to the best-seller. Choose your view from 11 cam- 


era angles, or let the computer 
decide the best perspective! 


Sizzling Super 3-D Graphics! 


Amazing animation creates the 
sensation of supersonic flight! : 


Zoom over 250,000 miles of 
authentic terrain in real world 
battle zones! 


Constantly changing land- 
marks — fly over buildings, 


F-15 Strike Eagle IT is here. And it’s non- brid ges mountains. SAM sites 
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stop action all the way. 


The sequel to F-15 Strike Eagle, the cities, shipyards and more! 
original jet combat game that sold a million 
= ps s copies, F-15 Strike Eagle Il combines intense Four levels of difficulty to 
pee On a air-to-air combat with the newest 
Pai - ~ breakthroughs in MicroProse game design. challenge every gamer! 
An intelligent combat console lets you rene é 
engage the enemy with the touch of just one Training demo and practice 
button. And the optional “Director” mode runs for new pilots! 


automatically selects your best camera angle. So you can concentrate on 
the action: scorching dogfights with bogies that 
Swarm the sky! 

And all the choices are yours. F-15 Strike Eagle sey 
Il has four levels of difficulty, take-off and landing a oe 
options, a no-crash mode for novice pilots, even a , 
built-in combat training demo. 

All with the sharpest Super 3-D Graphics, 
unbelievably smooth animation and realistic 
battle sounds that make the feeling real! 

MicroProse is the first, last and best name in 
combat simulations. We started it all with F-45 
Strike Eagle. Now the saga continues with F-45 
Strike Eagle IL. 

After all, who else could improve on a classic? 


Target enemy planes with the 
touch of a button! 


But think fast — your enemy is 
as Smart as you are! 


Coming Soon For The Macintosh And The Amiga! 


Can't find F-15 Strike Eagle II? Call (301) 771-1151 x208, weekdays 8:30 am to 5:30 pm Eastern Time and order by MC/Visa/Amex:; or mail check/money order 
for $54.95 (specify disk size). U.S. funds only. MD residents add 5% sales tax. Allow 2-4 weeks for U.S. delivery. MicroProse Software, Inc.; 180 Lakefront 
Drive; Hunt Valley, MD 21030. For IBM-PC/XT/AT/PS2/Tandy/Compatibles. Requires 384k RAM. Supports MCGA/VGA, EGA, CGA and Hercules graphics. 
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goes into some of the ideas behind successful city building in the 
real world. A few more examples of game play and some more back- 
ground on exactly how the sims make decisions would have been 
helpful, but sufficient information is provided for successful play. 
SimCity is an extremely rich product. Being the mayor of your 
own city, once reserved to a special few, is now open to nearly 

anyone with a computer, and the experience is truly thrilling. 
—R. Bradley Andrews 


Maxis Software, 953 Mountain View Drive, 
Suite #113, Lafayette, CA 94549; 
(415) 376-6434. 


Speedball 


Spotlight Software 


Versions: Amiga ($39.95), Atari ST ($39.95), 
Commodore 64 ($29.95), IBM PC ($39.95) 


potlight Software, a new label from Cinemaware, gets off 
to a rousing start with the release of Speedball. This excel- 
lent British action game from Mirrorsoft and the Bitmap 
Brothers is a pseudo-sport of the future in which teams of rough- 
necks clad in spiked body armor contest over a metal ball. The ob- 
ject is to put said ball in the opposing team’s net. Reminiscent of 
field hocky played by gladiators, Speedball is an impressive, fast- 
action contest. 


Similar to the 
movie Rollerball, 
Speedball pits one 
team of toughs 
against another in 
a vicious hockey- 
like game. 
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Speedball \ets you 
set up teams and 
leagues or even 
sway the officials 
with a monetary 
palm greasing. 
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The user first selects one of the three available franchises then 
works to build that team into a phalanx of unstoppable monsters. 
This is accomplished by picking up power tokens that sporadically 
appear on the court. At the end of each play session, those coins 
can be spent on anything from toughening up one’s team to buying 
off officials. 

Speedball is played on a fascinating court: a walled, metal arena 
with a floor comprised of glass bubbles and blue tiles, a net at ei- 


ther end and a pair of facing doorways along the center walls. Pass- 
ing the steel speedball into one doorway causes it to emerge shortly 
thereafter from the other, making for some intriguing strategic pos- 
sibilities. At the start of the game or after a goal is scored, players 
line up near center court, where a turret emerges containing the 
steel speedball. The turret then spins like a roulette wheel and ran- 
domly releases the ball, precipitating a free-for-all as both five-player 
squads battle for possession. 

Speedball offers extremely impressive graphics. Action is displayed 
from a top-down perspective, with each detail of the court skillfully 
rendered. Even in Tandy mode, this is a slick-looking game, and the 
Amiga and ST versions are quite beautiful. The players, ball and 
arena are all rendered with a glistening realism that greatly enhances 
the overall experience. More impressive than the game's look, how- 
ever, is its play. The ball is passed or shot instantly, and players 
move up and down the court at realistic speeds, even in the IBM 
version, without the annoying lag time that mars most MS-DOS 


games. 


Speedball repre- 
sents the first title 
by Cinemaware's 
new label, Spot- 
light Software. 


The game even offers a league option. Eleven teams compete for 
the championship, with the length of the season dictated by the 
computerist. Once the schedule is created, complete statistics are 
provided after each game. 

Speedball is a superior action-strategy game of a type not previ- 
ously available to owners of IBM PC computers. Sports fans, science- 
fiction mavens and general lovers of mayhem will definitely want 
to check this out. 

—Bill Kunkel 


Spotlight Software, 4165 Thousand Oaks Blvd., 
Westlake Village, CA 91362; (805) 495-6515. 


Sentinel 
Worlds I 


Electronic Arts 
Versions: Commodore 64 ($49.95), IBM PC ($49.95) 


entinel Worlds I, a colossal interplanetary graphics adven- 
ture with a science-fiction theme, created for Electronic Arts 
by Future Magic, is an outstanding product of the group 
approach to software. The game was designed and programmed by 
Karl Buiter, the splashy graphics are by Michael Kosaka and the 
sophisticated music and sound effects are by Dave Warhol. These 
separate parts combine into an entertaining, engaging contest— 
though it’s not without its rough spots. 
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M1 TANK PLATOON: The only 
tank combat game that lets 
you perform real-life combat 
maneuvers! You'll lead not 
one, but four tanks and sixteen 
men—a whole tank platoon — 
into battle with the Soviets! 


© 1989, MicroProse Software, Inc. 


For combat simulation as real as it gets, no one 
beats MicroProse. We constantly blaze new 
trails with Super 3-D Graphics, heart-racing 
action and real-life situations that put you in 
the hot seat of actual combat. And you call the 
shots. For hours and hours of thrilling play, 
choose the name that’s always one step ahead. 
MicroProse. The first, last and best name in 
combat simulations. 


F-19 STEALTH FIGHTER: Pilot 
the Air Force’s top secret, ra- 
dar-elusive jet. Strike and roar 
away before they know you're 
there! This one revolutionized 
computer game technology 
with new perspectives and 
dazzling Super 3-D Graphics. 


Microprose Makes Great Holiday Gifts! 


Can't find these games? Call (301) 771-1151 x208, weekdays 8:30 am io 5:30 pm Eastern Time and order by MC/Visa/Amex. Ask for details for check/ 
money order purchases. Allow 2-4 weeks for U.S. delivery. MicroProse Software, Inc.; 180 Lakefront Drive; Hunt Valley, MD 21030. /BM-PC/XT/AT/PS2/ 
Tandy/Compatibles support MCGA/VGA, EGA, CGA and Hercules graphics. 


F-15 STRIKE EAGLE Il: The ac- 


tion-packed sequel to the clas- 


sic jet combat game that sold 
a million copies! Hundreds of 
real-world combat missions, 
incredible animation and new 
breakthroughs in game design 
promise hours and hours of 
thriil-packed play! 


GUNSHIP: You control the 
world’s most sophisticated at- 
tack helicopter with awesome 
firepower at your fingertips. 
Grace under pressure required 
to survive intense aerial 
combat! 


CIRCLE #165 ON READER SERVICE CARD. 


S1ORrrH, 
Rising 


RED STORM RISING: War 
erupts between NATO and the 
Warsaw Pact! Trouble runs 
deep as you lead an American 
nuclear attack submarine into 
battle against a barrage of 
Soviet ships, subs and 
helicopters! 


Just For Fun. 


future combat. 


As captain of the 
USS Orion, you 
take your five crew 
members into heat- 
ed battles in outer 
space. 


As you fly through 
the cosmos, you 
search for various 
items that can be 
used for your bene- 
fit or sold. 


~~ 
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The gamer takes on a serious role: command of the USS Orion, 
a spaceship capable of traveling among the game's various planets. 
There are five crew members, selected from a pictorial database, 
with varying attributes in key elements of the game including 
strength and dexterity and battle skills with certain weapons, among 
other things. Promotions are granted and additional skill points 
awarded as the player accrues experience in battle. The player then 
assigns these points to weapons and communication abilities for 
future battles. 

The action starts when the USS Orion is dropped from the mother- 
ship, and the crew members are awakened from their frozen slum- 
ber. (It is apparent that the movies Aliens and Star Wars both had 
influence on the game design.) The mission is to protect interplane- 
tary shipments which are frequently attacked, but the player soon 
realizes that his ship is vastly underpowered in both engines and 
weaponry for fighting the raiders. The first step in the adventure 
is to beef up the ship's propulsion, weapon and computer systems, 
before any real battles may commence. 

The crew members are inexperienced greenhorns at the begin- 
ning of an adventure. Their skills improve with each space battle, 
but much of the game also involves hand-to-hand combat. The player 
manually assigns each crew member a weapon selected from the 
armory to employ in the next combat. Otherwise, the crew member 
is foolish enough to fight with his bare fists, even though a good 
auto-pistol hangs at his side. Not only is the ship underpowered, 
but the crew members are also. 

Money is accumulated by science missions and tedious mining 
operations. Items found in some of the adventures and not specifi- 
cally used for battle can be sold for additional funds. With enough 


in Electronic Arts’ 
Sentinel Worlds, 
you start off with a 
rookie crew, but 
experience is a 
good teacher for 


money in hand, after refueling and repairing the ship, more advanced 
weapons and protective flak jackets are important acquisitions. 

Raider ships may be obliterated or disabled and boarded. When 
planetside or on foot aboard a raider ship, the top half of the display 
shows an overhead view of the five crew members, as well as the 
immediate area of hallways, doors and opponents. This very im- 
pressive effect is superimposed on a first-person view of the area. 

The player controls which crew member Is in the lead and selects 
the target; all others fire at will. This isn't a simple blastathon, as 
the player must keep a close eye on hit points and rotate a different 
member to the front when the point man is severely damaged. Hand- 
to-hand combat controls are a bit awkward, and it seems that out- 
comes are based more on experience and skill levels of the crew 
members than the player’s manual dexterity. It takes a lot of play 
time to accumulate these powers, and this makes the game-save 
feature vital. 

When a crew member dies, it requires a trip back to one of the 
planets’ recruitment centers and costs valuable experience points 
to get a replacement. The game ends when all of the original five 
crew members meet their death. 

Many key locations are revealed only by characters in the game. 
Interaction does not use a parser, as in most adventure games. In- 
stead, a sequence of questions is presented and one of several may 
be chosen, until all lines of conversation are exhausted. Sometimes 
the answer refers the player to the “paragraphs,” a hint book provided 
with the game. 

Sentinel Worlds | is so sophisticated that it’s difficult to master 
the basic game-play elements. More time is spent learning how to 
play Sentinel Worlds / than is required in most adventure games. 
The game is so large, with so many different places to discover 
and explore, it's almost overwhelming. The manual leaves a bit more 
to the player's discovery than it should, especially since there are 
SO many activities to control. The player graphically explores space, 
spaceships, planets, caves, buildings and more; manages the five 
crew members; fights; navigates the spaceship; drives the ATV; and 
does battle on foot. 

Also, the manual does not make it clear that the command keys 
change their meaning based on the player’s position or other specific 
conditions in the game. This is where the frustration comes in. Once 
past these hurdles, game play goes rather smoothly. 

Sentinel Worlds | is an expansive, unique science-fiction adven- 
ture, a captivating game for the player ready to invest the time to 
master its controls. 

—Matthew J. W. Ratcliff 


Electronic Arts, 1820 Gateway Drive, 
San Mateo, CA 94404; (415) 571-7171. 


Titan 
Titus 
Versions: Amiga ($44.95), Atari ST ($44.95), 


Commodore 64 ($39.95), IBM PC ($44.95), 
Macintosh ($44.95) 


he civilization that dominates the 22nd century has become 
obsessed with a deadly contest called Jitan. Invented in 
Vegapolis in the year 2114, Titan is a crowd-pleaser de- 
spite (or perhaps because of) its killer reputation. Just how deadly 
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‘You control Marvel Super Heroes in battle against Marvel Super Villains. 
And they have all the special talents Marvel gave them. 
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Over 500 tests of your reflexes and intelligence 
Arcade and Magneto’s henchmen include Wendigo * Juggernaut « Nimrod « Toad « Mystique ¢ Silver Samurai « White Queen 
Pyro « The Blob « Avalanche « Robot Sentinels. 
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More than 30 challenging arcade action battle screens 
Come face-to-face with Oddball « Batroc * Machete « The Rhino « Electro « Boomerang * The Grey Gargoyle * Eduardo Lobo 


Spider-Man now available for C-64 ($34.95) and 1BM-PC/T: 
Tandy/compatibles ($39.95), future releases for C-64 and 
and order by MC/Visa/AmEx. Or mail check or money order. P 


A mM arketi n g d ivision of Micro Prose Software, Inc : pestle aie oo tag A i dag hie a pbry Degree the distinctive Hkenesses thereof are trademarks of the Marvel Entertainment 
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CIRCLE #166 ON READER SERVICE CARD. 


is this gargantuan game, whose name reflects the scope of its play- 
fields? All former contestants who vied for the 1,000 kronur prize 
died somewhere in its 80 levels. Now players that accept the chal- 
lenge are warned: They face almost certain destruction or mental 
breakdown. 

Those are the rumors reported in the manual. But it’s possible 
the players haven't been heard from again for other reasons. They 
may have just gone home. 

Titan features a ball bouncing from wall to wall in continuous 
motion and a faceted control unit plinking away almost every ob- 


Life in the 22nd 
century is domi- 
nated by an evil 
game called Jitan, 
brought to your 
computer screen 
by Titus. 


Different from most 
ball-and-paddle 
games, Titan takes 
you through 80 
elaborate levels of 
wall-wacking ac- 
tion. 


stacle tile it encounters. The on-screen control unit, a square, multi- 
directional paddle directed by mouse, joystick or arrow keys, redirects 
the power sphere to clear the blocks. When all tiles are removed 
from one level, the next begins. 

Sound like a few dozen other wall-bashers? Despite the similari- 
ties to other entertainment of this type, there are significant differ- 
ences that make Titan intriguing to ball-and-paddle gamers. The 
biggest change, besides the cooperative aspect between ball and 
control unit, is that the control unit stays in the middle of the screen 
while the surrounding playfield scrolls like mad in all directions. The 
play area on each level can be substantially larger than the 
viewscreen, and the bashing ball can be, and often is, doing its thing 
completely out of view. 

The ball’s movement is limited to the eight cardinal directions: 
up, down, left, right and the diagonals, and without player interven- 
tion, it can get locked in endless cycles. The directional limitations 
for the sphere lend themselves to linear loops, and while some play- 
speed variation is possible, the ball remains in constant motion. 

Some of the on-screen obstacles are more than just passive bar- 
riers; bumping into a skull won't just kill you! Specifically, glom- 
ming one of these ghoulish grinners aborts the session, negates 
any score accumulated in that level and restarts play. This requires 
that the player try to stay with the ball, keeping it in view and (hope- 
fully) out of trouble. ‘Taint easy, McGee. 

The playfield graphics are geometrically interesting, even innova- 
tively, largely because of judicious use of tiling techniques. Varied 
obstacles have different characteristics. There are tiles that the pow- 


er sphere can ignore but the control unit can't pass, and vice versa. 
There are some tiles that only allow passage a limited number of 
times. Others can be eliminated only by the sphere or the control 
unit, but not both. 

lf an energizer tile is hit by the control unit, it changes the loca- 
tions of both the unit and the sphere. Some indestructible elements 
can be pushed around by the control unit. These let the player close 
off areas or passageways to the sphere. On-screen oil spots pre- 
vent the control unit from changing direction until it halts its slide 
by hitting an obstacle. 

Tiles are increasingly difficult to dispose of as the levels get higher 
and the playfields get larger. Scoring opportunities also rise dra- 
matically, since each destroyed obstacle garners 100 times the lev- 
el number. 

Titan has one touch that may be unique. The player can enter 
a number from 1 to 9 to represent his name, then play or replay 
at any level attained under that number. The disk keeps record not 
only of the high scores, but also of levels attained by each num- 
bered player. This is okay, but the system would be nicer if it used 
the player's name instead of a numeral. 

The scrolling is smooth and the play fast. The graphics are wild, 
and the levels varied. Titan could be endlessly fascinating; but the 
control unit is difficult to master. Its interaction with the power 
sphere seems awkward. Hitting the ball sends it in the opposite 
direction of the push. This is counterintuitive at best and extremely 
frustrating in tight situations. Normally, the sphere bounces off the 
control unit, but under some circumstances the paddle captures and 
holds it in place. Yet it can’t be taken anywhere. Moving the unit 
releases the ball—again, in the opposite direction. 

Titan would have been a truly great game with just a little varia- 
tion in the way the power sphere works. As it is, the incentive to 
work up to higher levels comes more from dogged determination 
than from any real fascination with what the next level has to offer. 

—Ross Chamberlain 


Titus, 20432 Corisco Street, 
Chatsworth, CA 91311; (818) 709-3693. 


Devon Aire in 


the Hidden 


Diamond 
Caper 


Epyx 
Versions: Apple ($29.95), Atari ST ($34.95), 
Commodore 64 ($29.95), IBM PC ($39.95) 


evon Aire in the Hidden Diamond Caper is a joystick- 

driven action-adventure in which the player, cast as the 

debonair title character, must search a mansion for a col- 

lection of blue diamonds hidden throughout the house. Devon has 
been retained by Lady Crutchfield III, whose late husband, the out- 
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It’s a Cruise to the Islands. But It’s No Vacation. 


Forget about relaxing. With 64 islands to capture, 
you'll barely have time to blink. Especially since a 


powerful enemy needs the islands’ rich energy reserves 
As desperately as you do. 


After all, you can’t kick back when you're flying four 
long-range fighter-bombers by video remote control. 
simulfaneously. Or maneuvering four amphibious tanks. 
Or handling laser cannons and fragmentation bombs a 
hundred miles away. All at the same time. 

You can’t let your thoughts wander when a mind- 
boggling information network feeds you a constant 


stream of crucial data and expects you to respond with 
the right decisions. Right now. 

And you can’t sleep late when the free world is 
counting on you to lace all 64 islands into a mining, 


manufacturing and supply complex to ease a global 
energy crisis. The sooner the better. 


As a matter of fact, so much is happening so fast in 
Carrier Command that it’s really two games in one. 
strategy + Action. And you can choose which aspect of 
the game you want to emphasize each time you play. 

Take your vacation later. You'll need the rest. 


Win Great Prizes with Medalist “Medal Madness” Starting September 1. 


rageously mad Montague, cached the gems then died before he could 
share the secret of their location with her. The distressed Lady C. 
remains in her room throughout the course of the game, and it is 
Devon's job to locate each of the diamonds and return them to her. 

Crutchfield Manor is no milk run. The 16 diamonds are scattered 
among 50 rooms (there are only 12 rooms and 30 diamonds in the 
C-64 version) which must be carefully mapped and explored before 
the player can seriously attempt to accomplish the primary objec- 
tive. Some of the rooms contain the remnants of Montague’s wacko 
scientific experimentations. If Devon contacts any of these mutant 
mice and canaries, his life energy is drained. 

Then there are the rooms themselves: physical puzzles stocked 
with chairs, tables and a variety of objects, some of which can be 
used to stave off the mutant creatures. Through a combination of 
joystick and keyboard commands, Devon can move the furniture and 
climb up on it in order to reach otherwise inaccessable parts of 
the room. 

Devon Aire uses an impressive three-dimensional perspective simi- 
lar to what one would see from a camera mounted near the ceiling 
in the northeast corner of each room. The visuals are strong on 
all three versions, even the C-64, but the ST and Amiga graphics 
attain a degree of beautiful realism superior even to Sierra's Quest 
games. The visuals are not without flaws, however. Several of the 
rooms are designed in such a way that the user cannot see Devon 
when he enters it. The player must then attempt to guide their un- 
seen surrogate through an unknown corridor configuration without 
the slightest feedback, positive or negative. Only pure dumb luck 


As Devon Aire, you 
have to retrieve 
Lady Crutchfield’s 
missing diamonds, 
hidden by her late 
husband, and re- 
turn them to her. 


Devon Aire in the 
Hidden Diamond 
Caper, by Epyx, has 
lavishly designed 
graphics to assist 
you in your detec- 
tive quest for pre- 
cious stones. 


or endless trial and error can succeed in such a scenario, and nei- 
ther makes for a rewarding game experience. 

For all its visual realism, Devon Aire employs some inexplicably 
whimsical game ideas. For example, if Devon picks up the phone 
while it’s ringing, then “carries” it around with him, contact with 
the mutants does not drain his energy. Why a phone would render 
its owner invulnerable to danger is something the ridiculously scanty 
instructions never mention. Worse, when a game includes killer mice 
and contains a plethora of cheese slices, one would assume that 
the cheese could act as either a talisman against the mice or, if 


placed down, serve to distract them. Neither phenomenon occurs 
here. It is simply not playing fair with the user to make them guess 
at the nature and uses of objects in an entertainment, especially 
in a game that plays as fast and loose with logic as this one. 

The biggest problem with Devon Aire, however, is its basically 
unsatisfying play mechanic. There are only two types of interaction 
Devon can have with an object: He can pick it up, and he can put 
it down. His inventory will only hold one object at a time. Experienced 
adventure gamers will constantly bemoan the lack of “examine” and 
“use commands. There is something uncomfortably passive about 
this system, where Devon either has an object or he doesn't. If he 
has it, it may produce an effect, but since the instructions are so 
vague, only trial and error will reveal the nature of that effect. While 
limiting the user’s information on a game increases its playlife, it 
does so in an artificial and undesirable way. 

The rooms never change; nor do the locations of the hidden jewels, 
and this greatly hinders the game's replayability. As to the gems 
themselves, Devon can be literally standing on top of a gem and 
still be unable to pick it up, as with the diamond hidden behind the 
bathtub. This makes for some interesting physical puzzles, but also 
provides an unhealthy dose of frustration along the way. 

Devon Aire is an intriguing offering. With some modification, the 
interface could prove extremely popular. The graphics already break 
new ground in state-of-the-art visual presentation. There are some 
flaws, but the virtues are considerable enough to make this game 
worth checking out. 

—Bill Kunkel 


Epyx, P.O. Box 8020, 
Redwood City, CA 94063; (415) 368-3200. 


Battlehawks 
1942 


Lucasfilm Games 


_ Versions: Amiga ($49.95), Atari ST ($49.95), 
r IBM PC ($49.95) 


attlehawks 1942 is undoubtedly the finest WWII aerial 
combat simulator available to date. Unlike many flight simu- 
lators which focus on a single aircraft, Battlehawks lets 
players pilot one of the six primary carrier aircraft available during 
the period. Flying as an American, the player may choose the Grum- 
man F4F-3 Wildcat fighter, the Douglas SBD-2 Dauntless dive bom- 
ber or the Grumman TBF-1 Avenger torpedo bomber. Japanese 
aviators select either the Mitsubishi A6M2 Zeke (also known as 
the Zero), the Aichi D3A1 Val dive bomber or the Nakajima Kate 
torpedo bomber. Each of these aircraft possess unique flight, maneu- 
verability, firepower and durability characteristics which have been 
faithfully re-created. This versatility of aircraft selection, combined 
with 16 scenarios that may be played from either side, greatly en- 
hances the staying power of this game. 

Each aviator begins as a junior member of a squadron and at- 
tains promotions and decorations through skillful completion of mis- 
sions. A service record tracks the number of air and surface kills, 
as well as craft lost, for a particular pilot through the course of his 
career. 
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Screens May vary 


Steve went to the hospital for minor surgery. 
He left with major problems. 


Sleeping is supposed to be the easiest part of going under the knife. 
. But not for Steve. His dreams are trying to kill him. 


3 To survive he must escape the sometimes frightening, — 
sometimes laughable phantasms burrowing. through his subconscious. 


Does major medical cover something like this? 


ae 
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Missions are chosen from the Battles of Coral Sea, Midway, East- 
ern Solomons and Santa Cruz Island. Each mission has an assigned 
difficulty rating ranging from easy to “impossible,’ with the more 
challenging ones yielding increased chances of promotion and deco- 
ration. 

The program supports hard-disk installation and operates some- 
what faster when so configured. A reference card makes start-up 
easy without reading the manual. The manual is definitely worth 
the extra time and effort, however, since it provides a wealth of 
information about platforms and tactics of the period, as well as 
a very detailed historical section on each of the battles portrayed. 
Copy protection is provided via a picture-recognition routine involv- 
ing profiles of various Japanese aircraft located throughout the 
manual. 

The IBM PC version of Battlehawks supports all graphics through 
VGA. Without exception, the graphic routines are smooth and among 
the finest available. Unlike modern aircraft simulators in which tar- 
gets are often engaged by missiles at extreme ranges, this game 
requires players to get up close and personal with the enemy. Full 
360° viewing is available from the cockpit and, at any given time, 
as many as 20 friendly and enemy aircraft may be visible, each ac- 
tively pursuing its own mission. In other words, if the player chooses 
a dive-bombing mission, he'll be one of several aircraft seeking to 
sink an enemy carrier. The group he is with may have fighter es- 
cort aircraft assigned, and there will undoubtedly be enemy fighter 
interceptors seeking to spoil the day. 

When the engagement begins—which is almost immediately, 
since Lucasfilm Games decided to exclude carrier takeoffs, land- 
ings and long periods of dead transit time—flak blossoms and trac- 
er rounds fill the sky. Soon these images are joined by those of 
exploding aircraft, planes spinning out of control into the ocean and 
pilots parachuting to the sharks waiting below. Bombs and torpe- 
does strike home with gratifying explosions and a bellowing of smoke. 
This is somewhat less satisfying, however, if the explosion occurs 
on the aircraft carrier you were protecting! 

An on-board flight camera allows players to playback portions of 
their missions and view the maneuvers from varying angles. This 
provides a movielike feel to the game. It also lets the player wit- 
ness his own mistakes from a unique perspective, so as to improve 
tactics accordingly. 

It's not necessary to play the game in lockstep chronological or- 
der, and the same mission can be replayed several times in a single 
career. However, the best results come from participation in all 16 
scenarios. If the player manages to survive any combination of 16 
total missions and doesn't lose too many aircraft in the process, 
he is retired and his service record closed. If simulation of a pilot's 
progress throughout the entire campaign is desired, it is best to 
simply play the missions in order. 

Battlehawks 1942 definitely sets new standards for depth-of-play 


Lucasfilm’s Battle- 
hawks 1942 lets 
you pilot one of six 
powerful World 
War Il aircraft ina 
high-quality battle 
simulator. 


options in flight simulators. Additionally, it provides a welcome 
change of pace for keyboard aviators suffering from Mach 2+ jet- 


lag. Join us once again as we return to a time when it was still 
possible to see the whites of your enemies’ eyes; when altitude 
and angle of attack were the determining factors for dogfighting; 
a time before over-the-horizon kills. Battlehawks 1942 provides a 
much-needed time capsule of this era, and it is a trip well worth 
taking. 

—Ed Dille 


Lucasfilm Games, P.O. Box 10307, 
San Rafael, CA 94912; (415) 662-1800. 


Omni-Play 
Horse Racing 


SportTime 
Versions: Amiga ($49.95), IBM PC ($49.95) 


portTime’s new Omni-Play series represents one of the bol- 

dest experiments in the history of computer gaming. The 

idea is that entertainment software can be expandable, 
much as business software is. To quote designer Ed Ringler: “ . .your 
best games just keep getting better. Through available Option Mod- 
ules, you can add new features, game styles, utilities and much 
more—when you want them and only if you want them” 

Case in point: Omni-Play Horse Racing, the first in the series, in- 
cludes the basic Omni-Play game system and two modules. The mod- 
ules are “Track 1;’ containing the graphics for various racetracks 
and stables around the circuit, and “The Handicapper’s Tournament,’ 
in which up to four players can compete in a single-day betting 
contest. 

Future modules include: ‘The Stable Owners,’ where users com- 
pete to breed, train and sell the best horseflesh in the world; “Fan- 
tasy Betting,’ a variation on the Handicapper’s Tournament in which 
the user goes up against the best bettors in the world; “Historical 
Racing,’ an opportunity to watch and bet on such storied equines 
as Man-O-War, Nashua and Secretariat; and “Jockey Competition,’ 
in which the user actually mounts a horse and attempts to ride it 
to victory. In all, ten modules are planned, though there's no actual 
reason why there couldn't be an infinite number, so long as the 
game players remain interested. 

Frankly, horse racing seems a questionable subject for such ex- 
tended treatment. Though there is no shortage of racing fans, how 
well their demographics overlap with computer gamers remains to 
be seen. For this reviewer, the Handicapper’s Tournament was an 
exceedingly dry exercise. Non-basketball fans can enjoy a rousing 
game of computer hoops because even if one doesn't especially enjoy 
watching others play roundball, the idea of personally—or through 
a computer surrogate—stuffing that ball through the metal rim is 
an exciting idea. The concept of betting on horses for imaginary 
money, however, lacks that same visceral oomph. 

Let’s face it: The handicapper is not one of pro sports’ big fanta- 
sy figures. The image of a cigar smoking, middle-aged man in poor 
health, standing in line at the track with a tip sheet clenched in 
his sweaty paw is not exactly the kind of image that stirs the blood. 
There is, therefore, precious little juice to be squeezed from a simu- 
lation of such an experience. 
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Cyber Cop takes 3-D Vidgame software to 
new heights in this exciting, fast-paced, arcade 
action adventure. You are the Law and the 
Rebels are ready for you. Will you survive? Find 


out now, at your local software retailer or order 
direct from PSI. 


\ 32. m™ the New Waves 
N.S In 3-D-VidGame Software 


*Multi-level Play Action— 
Challenges Novices 
& Experts Alike! 


TES MEET YARRA AYE STR aera ge ' | 
piusiusleulscinulicdan! ad MMMM ORT 


SCORE Beeeea bind nla wislualantant tidal uilialindantanl 


FEN Ei 
SCORE 86047) Rmremtmein rer errr ee eee 


Zombies: Undead or Alive! gives new mean- 
ing to horror. It’s the first 3-D Horror Vidgame! 
The realism is astonishingly frightening. The 
action Is increasingly fast-paced and gory. Only 
the fittest will survive. Can you? Find out now 
—— at your local software retailer or order direct 

cial from PSI. 


EM) ot: The Ist 3-D Horror 
\ “Se Computer Game... 


*Multiple Random Events— 
No Two Games are Alike! 


For IBM PC/XT/AT & Compatibles, 
Commodore 64/128; Apple 

2 +/E/C on Diskette. 128K 
~Minimum required. EGA/CGA 
color card required. 3-D glasses 
are not necessary 


CALL: (914) 623-2245 


wLombierlike creatures. These 
creatures thrive on human flesh! 


RETAILERS: Inquire about direct 
to you Orders and dealer 
discounts. 

INDIVIDUALS: Indicate com- 
puter version desired, enclose 
check or MO. payable to PSI, Inc., 
for $29.95 plus $2.50 postage 
and handling. 


Pol. WC. 
2 North Highview Avenue 
® Nanuet, NY 10954 
PSI is a Registered Trademark of Pedersen Systems, Inc. ©1989 PSI. Inc. 
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SportTime’s Omni- 
Play Horse Racing 
is a bold experi- 
ment, creating a 
game that can be 
kept fresh with a 
variety of add-on 
modules. 


Omni-Play Horse 
Racing \eads the 
way for future en- 
tries in the Omni- 
Play sports series 
of computer con- 
tests. 


The game itself is solid, if dry, much like those business simula- 
tions popular half a decade ago. The player examines data, whether 
it's reading form sheets or studying the horse and jockey histories. 
Tips can also be purchased from local touts. The user then opts 
to bet, using either the traditional win/place/show or the more ex- 
otic forms: exactas, quinellas and triples. These data screens are 
quite attractive and simple to use. 

Finally, the race itself is run. While the screens from the Amiga 
version, shown on the back of the box, are beautiful, the IBM ver- 
sion reverts to CGA graphics for this crucial sequence, significantly 
reducing the game's only potentially exciting moments. The visual 
payoff of the race simply doesn’t begin to evoke the beauty of the 
sport of kings. 

Computerists interested in horse racing and its history and inner 
workings will probably think they've died and gone to pony heaven. 
Those who are strangers to the sport, however, are unlikely to be 
converted. Meanwhile, SportTime’s next Omni-Play release will be 
Basketball, which should serve as a much better basis for judging 


this new game system. 
—Bill Kunkel 


SportTime, 3187-G Airway Avenue, 
Costa Mesa, CA 92626; (714) 966-1311. 


SOFTWARE 
CLUB 


Popular Entertainment Software 


20% = 30% below retail 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
FREE! Software with 1st order! | 
FREE! Buyer catalog with monthly specials! | 
| 
FREE! Monthly newsletter with contests and prizes! : 
| 
FREE! Three Months Membership! : 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
} 


Simply mail the coupon to begin your membership. Please 
include $2.00 for postage and handling. 


Mail Coupon To : 
ISC, 1278 Main Street, Suite 106, Watertown, Ct. 06795 


fm ee a a ae a a ee ae ae ee 


| 
{ 
| 
State: Zip: : 
| 
| 
| 
| 


ms a a a a a a a a a a a ae ae ae ee wre er wr wr wn I ee ds 
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. 7 CAPE cop CONNE CTION “ 
- MAIL ORDER SOFTWARE & HARDWARE_ 


i We offer computer software (all formats) and Nintendo 
a 


= cartridges (new and used). a 
__ SOFTWARE DIVISION MNTENDO/SEGA a 
. oa “ DIVISION ONLY © 


= CALL 1-800-328-WARE 
= Battles of Napoleon (I) ......... Call 1-508-457-0739 
. Curse Azure Bonds (I) ....... 34.00 Airwolf 

© Dr. Doom’s Revenge (I) ...... 29.00 | Bionic Commando 
a Defender Crown 
* 5 on 5 Basketball (Am) ...... 33.00 | Double Dribble 


| F-15 Strike Eagle ll (I) ....... 37.00 | Elway QB 
: q F-19 Stealth Fighter (I)....... 44.00 Friday the 13th 
=. (Cauntiet (1, Am) «0+ ssneeces 33.00 Hydlide 


Kund Fu Heroes 


== Genghis Khan (I)............ 40.00 
Indiana Jones 


® Haro ( success cenwwenacans Call 


1 Indiana Jones: Last Crusade (1) 33.00 | Link 

| Lombard RAC Rally ........... Call tee ee 

= Populus (Am) ...........--. ; Le aes 

= Populus (Am) aire Operation Wolf 


== TV Sports Football (I).......... Call 
2S ere 33.00 
= War Middle Earth (I, Am)..... 33.00 
= Weaver Baseball (Apple) ..... 30.00 
© And much, much more... 
To receive a listing of games available, send a 


self-addressed, stamped envelope. Please specify 
format. Prices subject to change. 


Drawer 588 e 21 Pleasant View Avenue 
Falmouth, Massachusetts 02540 = 


Secret Castle 
Tecmo Bowl 

Track & Field 
Wrestlemania 


es SS : ss es 
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VIDEO GAME 
TRICKS, CODES AND STRATEGIES 


Nintendo’ Comps == Now,. MPI Home Video [aa=emaaanuianbecsn 
: _ announces a way to POWER-UP © 76 , 
G h i\3 _ your Nintendo® business. 
ec psmAleS!® Beat Nintendo®-compatible 
a Games With... : 


¢ 
nICKS, CODE: 5 
asl ae Bie 4 


SECRET VIDEO GAME TRICKS, CODES | SECRET VIDEO GAME TRICKS, CODES 
& STRATEGIES: Volume 1; It features == & STRATEGIES: Volume 2; The new 
22 top games including: Double Dragon, _ tape reveals 21 awesome tricks from 18 


Contra, Life Force, Rambo, Simon's hot games including: Fester’s Quest, 
Quest and many others! P.O.W., Twin Cobra, Guerrilla War, | : 
MP 1673 Color NR Approx. 60 minutes List:19.95  lronsword: Wizards & Warriors II. ee: 
| See Sneak Previews of 6 never-before- :}. 
6-pack counter top displays with eye-catching seen games! | | oe 
header cards and full-color poster. . MP 1674 Color NR Approx. 45 minutes: List: 514.95 HOME VIDED | 
Volume 1 - MP 1673D, Volume 2 - MP 1674D eee nT eT 


© Registered trademark of Nintendo of America Inc. Neither this tape nor its packaging are authorized, sponsored, licensed, or approved by 
Nintendo of America Inc. or Nintendo Co. Ltd., and these companies are not in any way responsible for contents of the tape or packaging. 
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To Keep Your Issues 
of 


Coming Regularly, 
Don’t Forget to Send a 
Change of Address to: 


Video Games 
& 
Computer Entertainment 
P.O. Box 16927 
N. Hollywood, CA 91615 
818-760-8983 


WATCH 
FOR FALLING BLOCKS 


Be Careful! You will 
be buried alive by the 
addictive 3-D challenge 
of BLOCKOUT™ 

As the 3-D blocks 
appear, flip, rotate and 
maneuver them into 
position as they fall into the playing pit. Fit them 
together to complete layers, and you'll steadily 
clear your way out. But, make one false move, and 
you ll be buried in blocks. 

Plus, with more and more complex sets of 
blocks, faster and faster action and hundreds and 
hundreds of pits, there’s a version of BLOCKOUT 
for every player. 

Contact your local dealer for details. 


Available for IBM PC®, TANDY®, AMIGA™, and 
MACINTOSH™ computers. 


BLOCKOUT is a trademark of Kadon Enterprises, Inc., 
and is used by permission. California Dreams. 780 
Montague Expressway, #403, San Jose, CA 95131 
(408) 435-1445 ©1989 Logical Design Works, Inc., 


CALIFORNIA — 
noannes- 


PRESERVATION 
PLAN ON IT 


Planning on restoring a house, 
saving a landmark, reviving your 
neighborhood? 

Gain a wealth of experience and 
help preserve our historic and 
architectural heritage. Join the 
National Trust for Historic 
Preservation. 

Make preservation a 
blueprint for the future. 


VANDERBILT UNIVERSITY FINE ARTS BUILDING. NASHVILLE. TN. 


Write: 


—<—9-y—~ National Trust for Historic Preservation 
Department PA 


1785 Massachusetts Ave., N.W. 
Washington, D.C. 20036 
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Take a joy ride with CH Products Joysticks. 


Whether you’re trying to make a pin-point landing, 
get a MIG off your tail or do some serious computer 
design work, not just any stick will do. You want a 
joystick that will perform. Always. 


CH Joysticks outlast other joysticks by 100 times, 
feature the highest system compatibility and are the 
most precise controllers in the industry. That’s not 
just our opinion. Consumers, dealers and editors 
consistently choose CH Products’ Joysticks and 
related products ‘‘Number 1”’ over all the others. 


The new MACH I™ series offers the lowest price-point 
in the industry. MACH II™ and MACH III™, with 
exciting new features and a full year warranty are the 
nation’s best sellers. GAMECARD III PLUS™ provides 
the widest range of compatibility (from a PC at 4.77 
Mhz to a Compaq 386 at 20 Mhz) at a new low price. 
MIRAGE™ and MACH IV PLUS™ offer joystick/mouse 
interfaces for all Apple II and Macintosh computers. 
And the new FLIGHTSTICK™, which promises to 
bring a whole new realm of excitement to your flight 
simulator programs. 


1988 A+ Magazine Readers’ Choice Award 
1987 PC Magazine Editor’s Choice 


So call your dealer today. He’s on a joy ride too. 


Credit card orders call 
1-800-624-5804. 
California residents call 
1-800-262-2004. 


A Division of Joystick Technologies, Inc. 

1225 Stone Drive 

San Marcos, CA 92069 

For more information or a complete product brochure, 
call (619) 744-8546 


Available for all Apple and IBM Computers including Macintosh and PS/2 series. 


CIRCLE #176 ON REA 


DER SERVICE 
PTET ae 


a0 


CARD. 


———————— 


ies 


“rie 
PARLE cor. 


eu ea1:6s4e 6 ify - 7 SE = = 
Detroit has seen better days. 


A gang of ruthless hoods has 


overrun the city, and crime is out of control. 


Attacks on the streets. Drug trafficking. Corruption 


now runs the police department. 
As RoboCop, your job is simple—clean up the city 


and cop killing. It’s so bad a private firm, Security Concepts, 


Armed with a heavy-duty arsenal of weapons, including Robo’s 


bide BY 


ATE 
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opecial Issue Auto-9, make your way past street thugs, : 
the notorious Clarence Boddicker and the powerful ED-209 
to your final battle with Dick Jones. 

serving the public trust, upholding the law, and 


protecting the innocent was never so challenging, never so oe 
dangerous, and never so much fun as this. i 
With great graphics and great game action, the future of h 


law enforcement is ROBOCOP. On Nintendo. From Data East. “ 


Data East USA Inc., 470 Needles Drive, San Jose, CA O5T12 (408) 286 7074 


© 1988 Data East.USA, Inc. ROBOCOP: TM and © 1987 Orion Pictures Corporation, All rights reserved. Ocean and Orion are registered trademarks of Ocean Software Ltd. and Orion Pictures Corporation, respectively. 
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